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ADVENTUREREVIEWS
"Adventures which have afast response time, arespectacular in the amountof detail and number oflocations, and are availableto cassette owners I amextremely impressed TheLevel 9 Adventures aresuperbly designed andprogrammed, the contentsfirst rate. The implementa-tion of Colossal Cave(Adventure) is nothing shortof brilliant; rush out and buyit. While you're at it, buytheir others too. Simplysmashing!"-SOFT, Sept 83"I found Dungeonexceedingly well plannedand written, with a fastresponse. There are wellover 200 locations and thedescriptions are bothlengthy and interesting. Theobjects number about 100.It could therefore takesome months to explorethe whole network, givingmany hours of enjoyment inthe process."C84 VG, Sept 83
"The descriptions are sogood that few players couldfail to be ensnared by therealism of the mythicalworlds where they are thehero or heroine , .great funto play."-Which Micro?, Aug 83
"My appetite has beenwhetted and I intend to getmy own copy (of Snowball)to play."- What Micro?, Dec 83

LORDS OF TIME
Joins our range of acclaimed pure-text puzzle adventures, at E9.90, for:BBC 32K COMMODORE 64 SPECTRUM 48K LYNX 48K NASCOM 32K ORIC 48K ATARI 32K

MIDDLE EARTH ADVENTURES

•-•

1: COLOSSAL ADVENTUREA complete, full size version of the classic mainframe game"Adventure" with 70 bonus locations added.2: ADVENTURE QUESTCenturies have passed since the time of Colossal Adventureand evil armies have invaded The Land. The way is long anddangerous; but with cunning you can overcome all obstacleson the way to the Black Tower, source of their demonicpower, and destroy it.3: DUNGEON ADVENTUREThe trilogy is completed by this superb adventure, set in theDungeons beneath the shattered Black Tower. A sense ofhumour is essential!
THE FIRST SILICON DREAM ADVENTURE

1: SNOWBALLThe first of Pete Austin's second trilogy. The giant colonystarship, Snowball 9, has been sabotaged and is heading forthe sun in this massive game with 7000 locations.

7: LORDS OF TIMEOur congratulations to Sue Gazzard for her super design forthis new time travel adventure through the ages of worldhistory. Chill to the Ice-age, go romin' with Caeser's legions,shed light on the Dark Ages etc. etc. We'll be selling thisgame mail-order from January 1 St.

Level 9 adventures are available from good computer shops,or mail-order from us at no extra charge. Please send order,or SAE for catalogue. to:LEVEL 9 COMPUTING
Dept V I 229 Hughenden Road, High Wycombe. BucksHP13 5PGPlease describe your Computer

ADVENTUREREVIEWS
"This has to be the bargainof the year. If adventuresare your game then this(Colossal Adventure) isyour adventure."- HCW, 5 Sept 83"Colossal Adventure issimply superb. Anyone whowishes to use adventures inan educational settingreally must use and see thisprogram as it emulatesCrowther and Wood'smasterpiece so well. Forthose who wish to moveonto another adventure ofsimilar high quality,Dungeon Adventure is to berecommended. With morethan 200 locations, 700messages and 100 objectsit will tease and delight!"

- Educational Computing, Nov 83Colossal Adventure isincluded in PracticalComputing's Top 10 gameschoice: "Poetic, moving andtough as hell."-Pc, Dec 83"To sum up, AdventureQuest is a wonderfulprogram, fast, exciting andchallenging. If you likeadventures then this one isfor you" - NILUG  II 1.3"Colossal Adventure Foronce here's a program thatlives up to its name amasterful feat. Thoroughlyrecommended"-Computer Choice, Dec 83
"wholly admirable"'- Your Computer, Sept 83

THE LORDS OF TIME SAGA

Price: 0.90 each (inclusive)
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SUNSHINE

ADVENTURES • WAR GAMES • SIMULATIONS
Letters
Your opinions on adventures, a place toturn to for help, and some advice fromfellow adventurers

News
Puffin launch two more fighting fantasygame books, Deathtrap Dungeon and theIsland of the Lizard King, two adventureclubs have been formed, one is for BBCusers, plus war game, simulation andadventure details

Number One revealed12

Mike Grace believes he knows who NumberOne is in the television series The Prisonerand explains why

Game writing for beginners 14
Andy Mitchell tells how the mostinexperienced games authors can write anadventure program
Monster bashing 22
Lyman Alpha looks at the pros and cons offighting monsters in Dungeon and Dragonsand solving problems in adventure programs

5 Software Inventory24
Want to know what the new releases are?Look no further, here you'll find Pirate for• the Spectrum and the Epic series for theBBC and a war game for the Atari, amongothers
The role of your life 30
Bob Collman looks at the range of role-playing games available and how they havedeveloped
Adventure File
A comprehensive listsimulations and adventures,includes suppliers

35
of war games,whichand the prices ofprograms for an assortment ofmachines.

Your Adventures 44
A program from a reader, S A Wilkinson,called Quest for the Spectrum challenges theplayer to embark on a treasure hunt for fiveprecious keys
Adventure Help/Contact 49
Tony Bridge looks at some of the problemsreaders have had with The Hobbit and IncaCurse and supplies encoded clues for thosewho want help
Competition Corner 50
Tisch is eager to retrieve the past glorydragons once held and she needs you to helpher win back the runic rings of power. Andfor your trouble you could win one ofthe 20 Space Shuttle simulations fromMicrodeal.

EDITORIAL
ONE OF THE LAWS of quantum science, at the subatomic level, is that if you want tomeasure something's speed exactly, there's no way you can do the same for its position.And vice versa. The explanation is that an electron's location can only be measured atthe expense of its motion being indeterminably disrupted, for example by the measuringinstrument used. This uncertainty principle raises the interesting possibility that millionsof different worlds are being created all the time because any individual's observation ofan action indeterminably disrupts that action. It's also got immediate implications. forcomputers. For example, the principle is said to be creating problems for 64K chipdesigners, while other researchers have tried to put this "uncertainty" to profit inJosephson junction chips. However, IBM has recently decided to drop its research intothese super-fast switching devices.There are lots of other interesting concepts in quantum science but let's stick with thefirst one for the moment and try applying it to the new Sinclair QL machine. After all, it'Sir Clive can call his new micro a quantum leap, we're entitled to play the game ofanalogies as well. Announcing the machine made it easy to plot its position, but thespeed xvith which it will make its way towards you is harder to assess (especially allowingfor the strange sense of time which seems to exist around Sinclair). The QL's networkingfacilities, memory size and back-up storage make it possible to achieve some of theeffects only talked about so far. It would be pretending at this stage to state exactly whatwill be done with these capabilities. For example, the extra memory could go towardsmore ingenious graphics or more realistic text-based adventures. Or perphaps the QL willpave the way towards multi-player games — with players taking on different roles and thecomputer itself playing a convincing range of characterS.As adventures moved down from mainframes to micros a host of programming skillswere developed and applied. Just try imagining what can be done as programmers learnto extend their repertoires even further. And so back to the beginning: if we know whereNAT are now, we don't know how fast we are travelling. But the ride certainly promises tobe exciting.
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Send your hints,successes,complaints andcompliments toLetters Page, MicroAdventurer, 12-13Little Newport St,London WC2R SLDOne's number'sup

I WAS interested to read MikeGrace's article on The Prisonerin your December issue.But I must point out thatMike Grace is under a mis-conception. The Prisoner wasnot conceived by PatrickMcGoohan, even if he was theexecutive producer of the seriesand did direct some of theepisodes.The creator of The Prisonerwas, in fact, my client GeorgeMarkstein who, as Mike Gracewill have noted from thecredits, story edited the first 12episodes as well.The pilot script, Arrival, wasalso written by GeorgeMarkstein (with DavidTomblin who was theproducer). And it was GeorgeMarkstein who was responsiblefor "the concept and mood ofthe whole series" which, asMike Grace correctly states,"is set in the first fewminutes."Further, the dialogue quotedin the article was written byGeorge Markstein and, if youlook closely enough, you willactually see Mr Marksteinsitting behind the desk onwhich the prisoner's fistcrashes down in every pre-titlesequence. Therefore, as youwill realise, George Marksteinis No 1!It might be of interest tosome of your readers to learnthat this agency, which hasrepresented writers of thecalibre of George Marksteinfor more than 10 years, is nowtaking on the representation ofsoftware writers too.We would like to hear fromanyone who has the kind ofprogramming imagination andtalent that created ThePrisoner, so, if there's

anybody out there who fits thebill they should contact me.Jacqui Lyons,Marjacq Scripts Limited,32 Cumberland Mansions,Nutford Place,London.A Quill forchildren
I BUY Micro Adventurerregularly as I believe thatsimulations and games have animportant part to play incomputer-assisted learningwith children.Could I ask through yourcolumns if anybody hasproduced a simple skeleton-module adventure programthat children could modify?The Quill is a little too difficultfor them. The educationalpotential for creative English isconsiderable.P D Fiddler,Finham Junior Mixed School,Green Lane,Coventry.Crypticclues
I CAN understand thedifficulty of how far to gowhen giving help foradventures. Giving a directanswer could spoil the pleasurein working out a particular.problem. But one could goround and round making thesame silly mistake when all thatis needed is a nudge in aslightly different direction tosolve the problem.How about starting acolumn of cryptic clues

supplied by readers who havesolved an adventure and canhelp out in the two or three ormore really sticky situations.I am at present batteringthrough Adventure Quest byLevel 9 Computing (fantasticprograms) and to give anexample I would say 'Todispose of the Giant you mustfirst climb a tree'.If your readers could send insome of these clues aftersolving an adventure I am surethat it would give a lot of helpas well as providing interestingreading.M Maloney,Beverley Road,Liverto we.
WE APPRECIATE yourproblem. In fact some readersdo write in with clues toadventures which we publishon this page (see below). If youhave no luck here you could trythe adventure contact sectionat the back of the magazinewhere someone might befamiliar with the game you'redoing.Gollum'sriddle
AM I the only person whoseems to know the answer toGollum's riddle in TheHobbit? Which animal hasfour feet in the morning, twoat midday, and three atevening? It's obvious, man.(Baby crawling, man, old manwith stick .)However, telling Gollum thisdoes not placate him and hestrangles me nonetheless. It'smuch easier to kill the nastylittle creep to begin with.A friend of mine has dis-

" I wish you watAlci ild p after/youraciverli-tmne games, Sidney

vbk.MmElar1.1001Em•-• 0 • 1 1 , M 1 1 0 . , . . 1 = . 1 M O M P O C . , . .covered that you can get andcarry both Elrond and Bard.Carrying Elrond with you canbe quite useful as hecontinuously distributes freelunches. And, to be honest,carrying Bard is the only wayI've found of getting him to theLonely Mountain. There mustbe a better way.Finally, I enjoyed the articleon The Prisoner. Also, I thinkI've finally figured out what'sgoing on. In the James Bondfilm Thunderball theSPECTRE organisation hasboth a Number One and aNumber Two. Alas, they didnot show No One's face, butfrom the voice I suspect it waseither Norman Tebbit orBarbara Cartland.Come to think of it, PatrickMcGoohan is pretty much thesort of thing you'd get if youleft Sean Connery in a vat ofembalming fluid and hairrestorer for a few months.Obviously, McGoohan will bebusted out of The Village in thenear future by a crack squad ofAlbanian acrobats disguised asJudy Garland.Gethyn Jones,Caernarfon,Gwynedd.
•-••••••-•..,Programmerthanked

I WAS very gratified to see areference to Lords of Time inyour January 1984 issue ofMicro Adventurer.But I would like to make itclear to your readers that whilethe design of the game wasmine, most of the hard work(programming) was done byPete Austin of Level 9Computing.Sue Gazzard,Harrow,Middx.Nosteraturevamped
WE have noted the commentsin your review of Nosferatu inthe December 1983 issue ofMicro Adventurer, page 23,and would like to adviseireaders that we now have thefinal published version of thisadventure game — minus thecouple of bugs you mention.Andy Hieke,Terminal Software,Manchester.
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The leading game (APOCALYPSE)has four different maps, on anyone of which you may fight yourwar (see section A.). An additionaltape which contains a further sixmaps may also be added toexpand your atlas (see section B.).Alternatively, you can be NERO inthe FALL OF ROME or Napoleon'sright-hand man in NAPOLEON'SCAMPAIGN in 1813 (see sectionC.). Can you survive the War of1984 or could you lead yourmarines from island to islandin the PACIFIC war? (seesection D.).

r_. . , i , i _ i . i . . . . _ . . . . . . . . . .  6 _ 4 4  .  4  4 4 4 4 4-4V-81--4---•---t7o.v.a-a."V'4•••••8";"-irlirlirlr•Irl--IFT111-44 4.-6- •.......▪ ..▪ ........... •  • • • • • • • • • • ......-.•••••• ' • • • • • • • • • • • • • • • • • •.1..e.0_4.0..0_0_40.0 •  • 8 • 0 0 0 4  •  •  •  • • • •  •  •  •  e  •  •  •  •  •  •  •  •  •  •  P.0.****••••a•

r; a a p a .  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  • . •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  •  • • •  • 804 ,  •  •  •  •  •  • • •  f i t &  4• • • • • • • • • •  •  .  4 ,- -  -  .• •  •  •  • • •  •  •  •  • • •  •  •  •  •  •  •  •  •  •  •  •  •  l g . "  •  •  •  •  •  •  •  • O e  • 4 0 8 8 0 •  •  •  • . . .  .  • • • • •  -1814 • •  0 •  41 8.6 8 •  8 4.8.8-0 •  •  0.0.0-11.•'0-0-0..e.... . .0".0'0'4'0.0%.8.0.0.0.41.66.... . . . .f.4.4.4.4.4.4.4.;°;°;°;°:°:°:.X.X.X.X.X.:

NEBULA A masterly introduction to a strategy gam&48K Spectrumf6.95 inc. VAT and P&P
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REBELSTAR RAIDERS Can you survive the Rebel Star Raiders?48K Spectrumf9;95 inc. VAT and P&P

TIME LORDS Get entangled in the complexities of time travel
*COMING SOON*
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12c MANOR ROAD, STOKE NEWINGTON, LONDON, N16GAMESTEL: (01) 800 1333 WORKSHOP
Apocalypse is produced under licence from The Games Workshop Ltd.
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A. APOCALYPSE
For: Spectrum 48K EtBBC Model Bf9.95 inc. VAT and P&P.Available from J Menzies,Boots Et Microdealer UK.
C. Volume 2:CHAPTER 1
FALL OF ROMENAPOLEON'S CAMPAIGNS1813

B. Volume 1:NOVAMAPS
Six New Maps!USA ARCTIC CIRCLESE ASIA STAR SYSTEMSS AFRICA NETHER EARTH
D. Volume 2:CHAPTER 2
THE 1984PACIFIC WAR

Expansion Kits for Spectrum 48K ([3, C Et D only)£4.95 each inc. VAT and P&P.
Microdrive version available by negotiaboi,

HOW TO ORDER. You may purchase any of the items listed bycheque or postal order. All you have to do is fill in the details in thecoupon enclosing your cheque/P.0 made payable to BINDERMAN Ltd.,and your order will be dispatched within 7 to 14 days All pricesinclusive of VAT and P&P
•••••••••••• • •••••••••

to: REDSHIFT LTD. 12c MANOR RD, STOKE NEWINGTON N16
I would like to purchase item(s):(Please circleitick item(s) required)
A BCD (For Apocalypse) Available for BBCISpecrum (Deleteis not applicable)

Rebel StarRaidersr i  Nebula
Time Lords

I enclose my cheque/PO. for f
Name
Address

olmonamsENEP OmdEMEINE110•11 ammoni.En.n. •0010111.111.Eno

Tel (Day)   T e l  (Eve)Please allow 7 to 28 days for New Releases

First Empire

which
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ENOID)MM
If you think you'vesomethingnewsworthy, call01-437 4343 and let usknowAdventureadvicegiven tomembers

1

BRITAIN's first adventureclub, which began recently,aims to take the guess workout of buying games.Called the InternationalAdventure club if offers arange of services for membersincluding crib sheets forhundreds of games, regularupdates and a catalogue ofavailable and worthwhileadventures.Being also a softwarecompany known as Adven-ture-Zone Software the clubaims to have on stock allpopular adventures.Simon Clarke, themanaging director of the club,has already received someresponse from players in theUnited States, Sweden,Norway, Israel, Hong Kongand the Falkland Islands.Two main services the cluboffers are the sale of adven-ture games at discount prices(to members only) and anadventure help line.At present the club has 63adventures on hand, and as itexpands both nationally andinternationally, Simon plans

VALHALLA for the Com-modore 64 should be hittingthe streets any day now,according to Legend spokes-.man John Peel.The conversion of the gamepreviously available only forthe Spectrum should be

PUFFIN will this monthrelease two more books intheir fighting fantasy adven-ture game series.They are Deathtrap Dungeonand Island of the Lizard King,both written by one of theseries' two authors, IanLivingstone.In Deathtrap Dungeon youtake up "the challenge of a life-time", issued by the baron of adistant village.Years ago, to bring prestigeto his village, the baron andhis subjects built a labyrinthinto a hillside. BaronSukumvit then offered areward of 10,000 gold piecesand,the freedom Of the nearbytown of Chaing Mai to thefirst person capable of gettingthrough the labyrinth ordungeons.This year you decide to takeon the challenge of the Trialof Champions and aim to bethe first victor.In Island of the Lizard Kingit is your quest to rescue somekidnap victims and to assas-sinate the king of the island.You have accepted a plea ofhelp from an old friend withwhom you have recentlybecome re-aquainted. Hisname is Mungo.Mungo lives in a poorfishing village that has beenraided recently by theinhabitants of Lizard Island.These creatures have alsokidnapped some young menFrom the town, and Mungoand his relatives are eager torescue them.However, you must fight agroup of genetic misfits, the
to provide at any one timebetween 70 and 80 games for101 different makes of microcomputers.The membership wasexpected to grow from justover 100 now to about 5,000within the next six months,Valhalla converted for the CD
completed by the beginning ofthis month.John said discussions werebeing held with manufacturersfor the conversion ofValhalla onto othermachines.Commodore users could

2 new fantasy gamebooks from Puffin
results of the blunderedexperiments of the LizardIsland king.Other obstacles theateningyour chances of survival areman-eating plants and giantbeasts, victims also of - theking's failed geneticexperiments.All of the books in theadventure series of seven, withthe exception of Warlock ofFiretop Mountain, have beendesigned as autonomousadventures that can be playedas if on, but without needing acomputer or software.According to Clare Somer-ville, from Puffin, the bookshave evolved from role-playing and strategy games."There are lots of differentthought trails, so there is

The monster featured in Deathtrap Dungeon
Simon said. The annualmembership fee was £5.All the profits from the saleof in-house games and corn-mercially produced ones tonon-members would beploughed back into the club.Among the games available04
look forward to an improvedversion of Valhalla comparedto the Spectrum offering."The characters will belarger, in colour and flicker-free," John said.Valhalla for Commodore64 will retail for 04.95.

more than one way throughthe book. And the mazes arerandomly generated so aplayer can't get used to it."Warlock of Firetop Moun-tain was the only book likelyto be accompanied withcomputer software.The fighting fantasyadventure series had been thebest-selling children's paper-back books that Puffin hadproduced, with more than 1million copies having beensold since the first launches inSeptember 1982, Clare said.The other five adventures inthe series, some of which werealso written by Steve Jackson,are Forest of Doom, The Cita-del of Chaos, City of Thieves,The Warlock of Firetop Moun-tain and Starship Traveller.

from the club now are TheHobbit, the Scott AdamsMysterious Adventures 1 to12, Artie 1 to 5 and Pimania'sGrouch°.Machines catered for are theBBC A and B, ZX Spectrum,ZX81, Atari 400, 800, 600XL,Oric 1, Vic 20, Commodore64, Dragon 32 and 64, Apple,Tandy Colour and VideoGenie.To contact the adventurehelp line or for furtherinformation concerning theclub write to Simon Clarke,The International AdventureClub, 10 Ennis Close,Harpenden, Herts.
March 1984 Micro Adventurer 7
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CCS recreates 1917 cold
INCLUDED IN the newreleases from CCS Ltd are twostrategy games and a war gameall for the Spectrum 48K.Based on the First WorldWar, Battle 1917 is a gamedesigned for two players. It isplayed on a board whichdisplays a battle map thatchanges with each game.The aim of the game is totest a player's skill and tenacitywhile in combat as a WWIgeneral.Each player has 29 pieces,which include infantry,cavalry, tanks, artillery and aking.Like Chess, the object ofthe game is to kill the enemyking, who is the weakest andslowest piece on the board.The CCS strategy game,Arcadezones inon NS

ARCADE SOFTWARE hasdesigned a game that loads infour parts for the Spectrum48K.The game is known as TheZone and has been underdevelopment for severalmonths.Special features include full-screen, high-resolution imagesfor most locations, a largevocabulary and a multitude ofproblems to work through.One of the game's fourwriters, Bruce Rutherford,says that The Zone is situatedsomewhere deep within theUSSR.
And in this forbiddingterritory live creaturesendowed with a superior lifeforce. Those who enter TheZone will be subjected tostrange trials.

AN international BBC usersclub for adventure players hasbeen launched in London.For a f12 annual member-ship fee you will receive amonthly newsletter, a pen-friend service and an adventureprogram written by a fellowenthusiast.According to the cluborganiser, David Tarlton,

Brewery, requires the player todevelop business skills.Your task is to prepare themarketing and productionplans of a brewery.In order for you to do thisthe program lets you defineyour objective in terms ofsales and capital growth. Thevarying market conditionswill affect your businesspeformance and will providemany levels of difficulty.In Stockmarket you get thechance to play the investmentgame using someone else'smoney.In this business simulationyou are given a portfolio ofup to six different shareswhich you manage for fiveays.You lare given company
The object of the game is todiscover and unravel TheZone's dark secret.But to prevent you fromdoing this are a myriad ofdeath traps that can besuccessfully avoided if youread and carefully followcertain sign posts.While there are no divisionsbased on levels of difficulty, aplayer's progress dependsupon how well he solves theproblems presented.The quality of your answerinfluences the type ofproblem, easier or moredifficult, you next encounter.This then determines how fastyou make your way throughThe Zone.
"The program," saysBruce, "tests your intell-igence. If you can't carry outcertain skills it will simplify theproblems."The amount of memoryrequired for all the problemsmade the program difficult towrite, Bruce said, but heexpected it to be releasedsoon.

reports, news flashes, shareprice reports and four graphsto assist you in makingdecisions.The shares rise and fallaccording to current trendsand randomised news flashes.
•1g rother's triflingwith the jellyolds

VISIONS Software Factoryhas news for George Orwell. Itclaims he had the date wrongwhen he penned his totalitariantale. The events really occurred10 years later.1994 is an adventure loselybased on Orwell's novel 1984.The main character in thegame, Smithy, sets out todestroy the central computer,which is the bane of his life.But before he can completehis task he must overcomesuch obstacles as plasmabolts, jellyoids ("no triflingmatter") and a poorly litmaze of corridors.1994, which was releasedearlier this year is availablefor the Spectrum at £6.95.Also jumping on theOrwellian bandwagon isIncentive Software with abusiness simulation called1984.According to Incentive

members will be sent a ones in the club, and the bestquestionnaire asking them ones will be soldwhat facilities they would like commercially.to see the club provide and "After packaging and post-which members' games are the ing have been paid for themost popular. m o n e y  will go to the authors"If members can rate the of the games," he said.programs we send out we will The club is a non-profitknow which ones are the organisation.best," David said. D a v i d  has placed advertise-"We'll sell the most popular ments explaining how to join

1let

You must use your judgementto buy and sell profitably.At the end of the week thecomputer analyses yourtactics and gives you a ratingbased on the quality of thedecisions you have made.

manager, Ian Andrew, youtake on the role of a PrimeMinister and run the countryand its economy to the bestof your ability. But wheninflation, unemployment andother economic indicators getout of hand you'll be maderedundant.
"At the beginning of thegame and at various intervalsthroughout you are showngraphs on inflation, thebalance of trade and exchangerates. You then go into wagenegotiations with, perhaps,British Rail, make them anoffer of about' 9 Wel whiletrying to keep inflationdown," Ian said."The game is quite easy toplay. You answer yes or no tothe questions the programasks."The simulation is availablefor the Spectrum at £5.50 andthe BBC B at £6.50.BBC users' club to supply programs

the club in most of the tradepublications such as AcornUser and BBC Micro.He said that people from asfar away as Singapore andCanada had expressed interest.Anyone interested in join-ing the club should write toDavid Tarlton at 18 WeardaleHouse, Woodberry Down,London, N4.



DENIS THROUGHTHE DRINKING GLASS

Why did Denis Thatcher visit the Pope wearing a truss and aparachute and carrying a lawn mower?What use is the cherry blossom?Who is that strange tramp in the woods?
Only you can discover, but first you must deal with KenLivingstone, Norman Tebbit and lots of other characters inthis zany political adventure.
Written in humorous verse. 10007o machine code — using theQuill from Gilsoft.Losing is often funnier than succeeding — Don't play it, playwith it — 48K Spectrum £5.50 incl. p&p.
ARCHIMEDES'S MAGIC SCREWProbably the most difficult logic problem you will ever tackle.
Fresh from inventing the camel driven date stoner, Archimedesis up to his neck in hot water again. Help him make newdiscoveries — Help him discover the secret of the universe —Help him find the soap.
APPLICATIONS,Dept M.A1,—8-St. PauIs Road,Peterborough PEI 3DW.

IP
ARE YOU READY FORTHE PBM CHALLENGE?
Everybody's a king to his home computer. But areyou ready to take the ultimate challenge of multi-player play-by-mail (PBM) games, controlled byprograms far larger and more sophisticated thanmost home systems can handle? Games for 10players. Games for 1 50 players. Battling for the fateof galaxies. Exploring strange, intricately-constructed worlds. Rising to power through alienpolitical systems. Arguing, double-dealing, fightingyour way to victory.FLAGSHIP magazine introduces you to Britain'sfastest-growing hobby, with coverage of everycomputer-moderated game and amazing discountsfor new games, worth over El 0 in every issue! Ifyou'd like to find out more, send E6 for 4 issues (orEl .75 for a sample issue) to:
FLAGSHIP (Dept MA), PO Box 714,Coleshill, Birmingham.

48K SPECTRUM CHALLENGEFROM INCENTIVE SOFTWARE LTD

MOUNTAINSOF KET
A MONSTER OF AN ADVENTUREPROGRAM! COMBAT, INTER-ACTIVE BEINGS, MONETARYSYSTEM, MAGIC, EDGAR, SAVE!LOAD FACILITY PLUS MANYOTHER FEATURES.
As well as being a fast ingeniouscompelling adventure in itself-theMountains of Ket is the first of a 3part series that builds into amammoth adventurers challenge.
Incentive: It could be adventageousif you achieve 100%!!N002

48K SPECTRUM CHALLENGEFROM INCENTIVE SOFTWARE LTD

All programs run in the 48K ZX SPECTRUM and are available from allgood computer shops: In case of difficulty please order direct usingthe coupon below.
•=0•1= M M N I = k  MMMMO • • b  dEMMP • • • =  • 1 0  MMMD M E  =1. • M I M E O  •IMMO • • • • •  IN= • • •  O . =  t d •  =MMM t M E ,Please send me (tick box(es) required)

1984 El MOUNTAINS OF KET 0 SPLAT
All at £5.50 each (inclusive of VAT and 1st class postage)I enclose cheque/ P.O. for E or debit my Access Account No.
AI&
Name
Address

INCENTIVE SOFTWARE LTD., 54 London Street,Reading RG1 4SCI. Tel: Reading (0734) 591678

48K SPECTRUM1984

ADVENTURE

fS 50

THE GAME OFECONOMIC SURVIVAL
THE BRITISH ECONOMY WITH YOUAT THE CONTROLS! WHAT SORTOF CHANCELLOR WOULD YOUMAKE WITH SEVERAL BILLIONPOUNDS TO SPEND & FIVEYEARS TO THE NEXT GENERALELECTION? GRAPHIC DISPLAYS,HISTOGRAMS & AN ANNUALPERFORMANCE RATING ARE ALLINCLUDED TO SHOW HOW YOUARE DOING. HOW MANY YEARSWILL YOU LAST?
FREE INSIDE: Pocket Guide to
Running Britain !N003

SPLAT!
ARCADE

ONE OF THE MOST ORIGINALAND COMPELLING ARCADEGAMES EVER PRODUCED!STARRING ZIPPY!!

[5.50

"SPLAT! is one of the mostaddictive games I have ever playedon the 48K SPECTRUM, It iscertainly the most original"Computer & Video Games
NOW AVAILABLE FROM WH SMITHAND BOOTS.
N001 E5 50
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VALHALLA is supplied on a 48K Spectrum program cassette, with VALHALLAplayer manual and presentation box. As VALHALLA uses the full 48K RAM,microdrives and full-size printers are not supported. ZX printer optional.VALHALLA is normally available from stock. and orders are despatched byreturn. If, for any reason we are unable to fulfil your order within 14 days ofreceipt. we will notify you. •VALHALLA cassettes carry an unconditional lifetime replacement guarantee.TO ORDER: (UK Orders Only) Simply complete the coupon, and FREEPOSTwith your cheque/P.O. made payable to LEGEND (UK Mail Order).Credit Card Orders: By phone 9-5.30 Mon to Fri. stating name and address,Card No. and item(s) required.RETAILERS: Please contact your regular distributor or LEGEND (TradeDistribution) at the address below.LEGEND (UK Mail Order) FREEPOST1 Milton Road, Cambridge CB4 lUY(0223) 312453
MOV;SOFT OPERATING SYSTEM UNDER LICENCE.

• • •.;•••• , A-4,1!

Fkk;W

SOON FOR COMMODORE64

LA
Post to:- LEGEND (UK Mail Order) FREEPOST1 Milton Road, Cambridge CB4 1 UVPlease send me Copy/copies oVALHALLA for the 48K Spectrum.I enclose cheque/P.O. for E(E14.95 each incl. VAT and P&P).Or I wish to pay by Access/Barclaycard/VisaCard NoPlease print name and addressNameAddress 4

Credit Card holder's signature



WHEN THE PRISONER was first shownon television back in 1968 I was one of theeager fans who followed each episode,puzzled but intrigued at the quirky story-line and the inexplicable plot that seemedto get more and more unfathomable withthe passing weeks.At last the final two episodes, OnceUpon A Time and Fall Out, were to bescreened. Fall Out was in two parts, whichwould, we were told by the media at thetime and according to PatrickMcGoohan, explain it all.All was to become clear. At last! Youcould almost hear the country sigh withrelief as we all thought: "Now we'll findout what it's all about," and perhaps evendiscover the answer to the biggestdilemma: the identity of Number One.The butler
I sat through Once Upon A Time withutter fascination and complete mystifica-tion, but instead of becoming clearer theplot was thickening even more. Now,more than ever, the final episode wasawaited. After all, there was so much moreto be exlained.The night came. All over the countrypeople sat, glued to the screen, trapped bythe whole affair. In the week preceding wehad been going round asking, "Who isNumber One?", and putting forwardsuggestions: the butler? The controller?The supervisor? Number Two after all?And yet, in hindsight, we had been giventhe answer, we just handn't been able torecognise it.As Fall Out was transmitted it becameobvious that the answer was to be late incoming. Further and further into theprogramme we went, and deeper anddeeper became the symbolism — theallegory. How would they fit it into thetime? Was this to be copout? Would webe treated to a series without an ending?Suddenly the Prisoner, who wasescaping, had escaped. Suddenly he was inLondon with Number Two, the butler andyouth, played by Alexis Kanner. Andsuddenly the whole thing was over and wewere all left wondering quite what hadhappened and how McGoohan had gotaway with such an incredible fraud.Pandemonium hit the viewers. Frustra-tion was everywhere. People felt cheated,infuriated, exasperated, even violent.McGoohan was reported as saying that hehad to go into hiding in the mountainsfor two weeks to avoid being lynched.-Audiences weren't use to the idea ofhaving to think, having to work it out forthemselves. In Fall Out we saw NumberOne as a figure wearing a mask, and afterthe mask is pulled off we see a monkeymask, and then we see Number 6 (orMcGoohan) and then it's over — in aflash. So Number One is really Number6.

12 Micro Adventurer March 1984

pennyfarth
Well, we were given a clue in the numberon the front door of Number 6's house inLondon, which the camera lingers over inMany Happy Returns. So if you watch theseries again after knowing this fact, youcan find subtle hints sprinkled throughout.And yet, if the documentary shown onChannel 4 is to be believed, evenMcGoohan didn't know who NumberOne was to be.I sat through the final episode in 1968 asbewildered as the rest. Yet, in the closingseconds of the episode I received a flashof insight that, for me anyway, tied thewhole series together. I thought I knewwhat McGoohan had been trying to say.Let me remind you that in Fall Out thePrisoner was brought into a cave (afterwinning a fight to the death with NumberTwo in Once Upon A Time) to find theenigmatic Number One. But before heactually met the mystery man he had toundergo an inauguration ceremony, whichconsisted of an audience with masked andcowled figures who behaved with idioticsimplicity. This apparently was in recogni-tion of his right to be an individual.When he was finally confronted with thetruth — that he was Number One, thePrisoner seemed to go berserk, bringingdestruction to the Village before escapingwith Number Two, the butler and youth.The four of them were next seenstepping from a van in London. NumberTwo headed for the Houses of Parliament(the symbol, of authority in our world).Back to his home went Number 6. As heclimbed into his Lotus again, we saw thebutler step up to the Prisoner's front door.As Number 6 drove off, the door swungopen with the familiar hum of all doors inthe Village — and it was that simple thingthat made me realise what the whole thinghad been about.

Shattered reports
As I see it, the intention of this scenewas to demonstrate that the Village hadalways been life, civilisation, us, whatever,our own world is a Village. All theepisodes are but symbolic episodes aboutlife. Free For All was a political episode,The General had some pithy commentsabout education, Checkmate commentedon the freedom of the individual (orperhaps the lack of it), Schizoid Manlooked at our problems with our ownidentity (mental illness perhaps), and soon. And that was the key. My own realisa-tion meant quite a lot at the time,although in hindsight, and with the screen-ing of the long-overdue and slightly dis-appointing Six Into One — The PrisonerFile, it does seem more obvious now.Of course, The Prisoner can never befully explained. It isn't meant to be. It iswhat you see in it — and you should befree to see as much as you like. The serieshas been analysed and probed as the years

no for

Have you been going aroundidentity of Number One? Mikehave passed with over-enthusiasticthoroughness. Some would say analysedtoo much and that The Prisoner was, afterall, just a television show. But in truth ThePrisoner was conceived to be more thanjust a television show and time hasproved it so.What other series continues to amazeand delight after 15 years? What otherseries could you watch time and time again— without a hint of boredom? I mightadd that my own fascination might just bea help at this stage. Without a doubtPatrick McGoohan helped create a master-piece, whether it was to your taste ornot.Over the years many myths and mis-conceptions have arisen concerning theshow. Recently I read of an interviewgiven by McGoohan on Canadian TVwhich shattered quite a few earlier reports.One revelation was the fact that ThePrisoner was conceived as a seven-episodeseries (not 26 as I had read earlier). Sir LewGrade had persuaded McGoohan to makeit a 26-series run to help internationalmarketing — but they could only justmanage 17.Another revelation was that Rover, (thelarge balloon that had trapped Villagers)came about as a last-minute inspirationafter the mechanical Rover prepared forthe series had broken down on the day ofshooting. It was a weather balloon in thesky that gave the production manager,Bernard Williams, the idea of using largeballoons.I have already mentioned the documen-tary on Channel 4 but perhaps a furtherbrief word would be applicable here. Ifound the attempt to mimic the style ofthe series slightly out of place, anddefinitely inferior to the original. Whilesome of the interviews were fascinating, itwas not so much what was said as whatwasn't said that was interesting.
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ne s thoughts

ridkein circles trying to guess theGrace knows, and tells who it isThere seemed to me to be a definitefeeling of antagonism between McGoohanand -the other writers and directors whichcould be the reason for the success of theshow. That McGoohan is an individualwith strong feelings and a strong belief inhimself came across fiercely. That LordGrade allowed such a controversial seriesto be made also impressed me.Once you realise that the whole conceptis an allegory, some of the earlierconversations begin to take on a newmeaning. Look afresh at this short extractfrom Checkmate.Villager: "I'm on my side.Number 6: "Aren't we all?"Villager: "You must be new here. In timemost of us join the enemy — againstourselves."Number 6: "Have you?"Here is an extract from what is, to me,one of the best and most sinister episodes,Dance of The Dead.Number 6: "I have a choice?"Number 2: "You do what you want. Aslong as it's what the majority want ."And later in the same episode:Number 6: "Why haven't I a costume?"Number 2: "Perhaps because you don'texist."So how should we view the series? Ithink we have to accept three levels. Thefirst is on the surficial level of a spythriller. Here Number 6 was a spy who hadbeen abducted to the Village, a place wherespies were kept and interrogated forsinister and unexplained purposes. Thislevel sold the series, added to the excite-ment, and enhanced the mystery (especiallyon first viewing).Also (and this was one of the revela-tions of the Prisoner File documentary)there now seems no doubt that the serieswas intended as a follow-up to DangerMan where the prisoner was indeed JohnDrake. Thus, in the eyes of some of the

writers it would seem that the surficial levelwas to be as far as the series would go (andit was only the intervention ofMcGoohan that drove us later onto adeeper level). I found the fact that theseries was made up of several interpreta-tions by the makers of the show a goodexplanation of the multiplicity of levels.The second level I have •alreadymentioned — that of the Village as theworld, Number 2 as authority and the spystory as an allegory that represents themany facets of our totalitarian societyincluding our view of numbers and ourloss of individualism in order to fit intosociety. This is an obvious level onsecond viewing, and is not too unusual.On the third level, which is virtuallyimpossible to fully analyse as each of uswould react differently, the Village can beviewed as a person. Are we trying toescape from ourselves? We all do — attimes.Now the sky becomes the limit inexplanation. Why are the long corridorsin the hospital filled with prone figuresapparently being brainwashed? What is therelevance of the repeated motif thatNumber 6 must always return to theVillages — even drawn back as in ManyHappy Returns? When Number 6 finallygets to be Number 2 in Free For All he justplays with his power — wastes it. And theultimate — if we are Number One then whyis Number One depicted as an evil forceruling over everything? Are we allgoverned by our evil side?The plots intertwine, makilg itimpossible to watch an episode on justone level. For example you could watchDance of The Dead as a spy story: hisattempts at escape, his attempt to leave amessage in the wallet of the dead body; oras a comment on society: the travesty ofjustice in his trial, the conversation onfreedom in a democracy; and on thedeeper level of self-realisation: the attackof the Village that contains a nightmareflavour I still find disturbing to watch andthe Prisoner's lack of costume because hedoesn't exist.
Open umbrella
In Checkmate we still have the spy themewith the escape onto the boat, mingledwith the deeper personal level linking lifeto a chess game and loss of freedom:"We're all pawns, m'dear". The point thatNumber 6 is trapped by his own assertive-ness and fails to achieve what he mostdesires is subtlely made.I could continue with example afterexample of how I see the series — but thatmight spoil it for you. Instead I'll confinemyself to a few more interesting aspects.One that seems to cause a lot of excite-ment is the fact that Channel 4 have shownthe episodes in a different order from theprevious screenings. However, some

people claim that the series has never beenshown in the right order. I have heard arumour that Free For All was intended tobe the second episode in the series. And itwould seem that Dance of The Deadshould also run early in the series judgingby some of the lines. Yet this time ManyHappy Returns was shown second, andpreviously The Chimes of Big Ben camesecond.Another feature which lacks a clearexplanation is the predominance of circlesin the Village. The umbrella held openoften forms a circle, the light overNumber 6's bed is another, Rover is anobvious circle. The ending of Fall Out wasthe same as the beginning of every episodeanother circle. Then we have the penny-farthing, the symbol of the Village. On thebadges, in the credits, in Number Two'sroom inside the Green Dome (anothercircle), in odd shots, the pennyfarthingcrops up all over the place.Be seeing you
Does it have a special meaning? Somehave suggested it forms the ultimate inunreality (whatever that means). To othersthe wheels exist as a large circle beside asmall one, as in history (and I don't reallyunderstand that one either). I suspect itwas just a handy symbol which fitted theconcept of the show as McGoohan saw itand nothing more. After all, there is adanger of analysing too deeply.What is certain is that the Prisonercannot escape, as highlighted in thatsuperb final shot of his face zooming upto the camera as the bars clang in front ofhim. It is also shown that the harder thePrisoner tries the harder it is to escape.Again I have heard it reported thatMcGoohan intended for this to be themain theme — that to be an individual insociety and to be free in yourself you mustconform. The harder you fight — the lessfreedom you acquire.Another article states that McGoohanintended the door opening in his home atthe very end of the series to represent thefact that the individual can never attainfreedom — that when the door opens onits own we know there is someone insidewaiting to start the whole thing all overagain. There is no escape. And that iswhere I first came in. I have enjoyed theseries immensely. I think the wholeconcept ripe for adventure — and I hopesomeone acquires the rights.To think that it all began as McGoohanwas filming an episode of Danger Man inPortmeiron and has grown into a cultshow that fascinates the world over isquite staggering. As an expression of hisown philosophy it must delight Number 6that his ideas and determination still strikea chord in so many.One final point: when asked whichphrase he would like the series to beremembered by, Patrick McGoohan saidhe hoped it would be the greeting, "Beseeing you." The meaning of this is, likeeverything else in the series, up to theindividual to interpret or is it?I I
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TIRED OF zapping nasties or writingarcade games in Basic? Baffled by machinecode? Then writing adventure games is justwhat you need.Writing adventure games is one of theeasiest of the popular games for homecomputer authors to succeed at — andsome think the best fun. The games can beset anywhere in time and space from themists of pre-Christian magic and sorcery tothe far reaches of space beneath alien sunsand in your world anything goes.Most early adventures were written onlarge mainframe computers by boredprogrammers when the boss wasn'tlooking. And they lacked the benefit ofsound or graphics. On the BBC micro,games can be given the added spark of lifewith the use of the powerful soundgenerator and the colour of Teletextgraphics.
Exciting task
Most newcomers to programming caneasily write a 10 line program but when theyattempt an adventure game, its sheer sizecauses untold problems. This is like a hand)/man building a wall five bricks high thentrying to use the same techniques to build askyscraper. The key to success is structuredprogramming. Before you groan and turnthe page fear not, BBC Basic is here to solvethis problem.Newcomers' early programs, which areunstructured and sprinkled with GOT0s,turn into a nightmare when the programsize exceeds one sheet of listing paper. BBCBasic, with its use of procedures, enablesthe novice to build large adventures assimply as turning a small Lego model into askyscraper.Convinced? I hope so, for you will find

that writing this style of game is moreexciting than playing most others — and it'seasier. What's more once you have thebasic building blocks of your first game youwill be able to use them again and again tocreate endless adventures to amuse andbaffle your friends.The first task of the game writer is todecide where and when he wants hisadventure to take place. The most popularlocations are associated with sword andsorcery, such as Castle of Riddles byAcornsoft. This is because we can doanything we like with the element of magicin the game.If we find a need to do something whichwould be illogical in the real world, forexample crossing a wide crevasse, we cansimply wave our magic wand and prestowe've created a bridge.In space scenarios we could use a mattertransmitter or an anti-gravity power pack.The location chosen is usually a closed-offarea to restrict the player to certain routes.
MODE 7
CURRENTS=STRINGS5 ");DIM CONS(15),M$6).LOC(7),S$(9N,L$(7),VERBsk,NGSk7)A./...,0NOUNS:-9:VERBS--4:OBJEC1S=.1:SNGLE---:40 R%=1:FINISH=0:DOOR..0:WEL1 =0:C.URTAIN=0:DRAGOWO50 ROOMS1460 PROCINIT70 PROCDISPLAYeo REPEAT90 C1$="":C2$=""100 INPUT INS:LP=0110 PROCDECODE:C1Sr.-FS:PROCDECODE:IF FS "" THEN 02S=FS:lf- C1S=F$ 6070 80120 SEARCH,-017.() PROCMOVE140 IF SEARCH=0 PROCVERB150 IF SE4RCH=0 PROCONE160 I F  9EARCH=0 PRINT"I DONT UNDERSTAND"170 IF R%=14 FINISH=1180 UNTIL FINISH =1190 PROCFINAL:END200 REm***********************210 DEFPROCINIT220 PROCGETROOM2-10 REM READ IN ROOM CONNECTIONS240 RESTORE 1570:FOR A=1TO ROOMS: FOR B=1 TO 6:READ C%:CONS(A),-,-CONS(A)+CHRS(C%):NEXT:NEXT25(• REM READ IN DIRECTIONS260 RESTORE 1710:FOR A=1 TO 6: READ CX: MS(A)= t1$'A)-,CHRS(C%): READ A$g 11$A)=MS(A)+AS:NEXT270 REM READ IN OBJECT NAMES AND LOCATIONS280 RESTORE 1720: FOR A=1 TO 7: READ SS(A): READ LOC(A): READ LS(A): NEXT290 REM READ IN NOUNS300 RESTORE 17-30:FOR AA TO NOUNS: READ SS(A):NEXT310 REM READ IN VERBS:7.20 RESTORE 1740:FOR A=1 10 VERBS:READ VERBS(A):NEXT.7;50 REM READ IN SINGLE WORDS-.40 RESTORE 1750:FOR A=1 TO SNGLE:READSNGS(A):NEXTENDPROCREM******w.************7;70 DEFPROCGETROOM380 CURRENTS="":WO RESTORE 14:0: FOR A%=1 TO R%: READ CURRENTS:NEXT400 ENDPROC

A beginner'sguide toangles writing
Andy Mitchell reveals the secret of successfuladventure programming

Such places are caves, ruined temples,castle dungeons or abandoned spacestations.Having decided on our location we mustnow decide on the purpose of the game.Two types of purpose are most common.the first is simply to fully explore thelocation and overcome all the obstacleswithin it, and thus eventually finding thehidden treasures (Sphynx Adventure).The second type is where there is a singleobject of purpose to the game and the other
articles hidden within the location are tsimply to be found and used to find thesolution or treasure. Having decided on thelocation of the game and its purpose weshould draw a map of our adventure land.To illustrate the building of an adventurefrom the beginning to end I have chosen atraditional location of a castle filled withmagic and treasure.The map of the adventure is drawn up asshown in Figure 1 where each square is aroom or location. Thanks to the beauty ofBBC Basic we will be able to build our gameout of individual bricks which we can easilyuse to create a game as large as we like.These procedures could also be used infuture games. So sharpen your sword,polish your shield and boldly step forwardinto the dark
Magic word
The object of our game is for the playerto find all the treasures hidden in the castleand then escape through the southern gate.The main program is that this gate islocked. To ensure that the player gets pastall the obstacles before he completes thegame we should design the problems so thatthe answer to the last one cannot be solvedwithout the answers to the preceedingproblems. Therefore we must decide on thesolution to the final problemm (ie gettingout of the southern gate) and block this by aseries of other puzzles.In our game the gate in room one cannotbe opened unless we give the magic wordshazam, which is written on the wall inroom 13. But we cannot get in to room 13until we kill -the dragon in room 12. Wecannot kill the dragon without the swordfrom room five. We cannot enter room fiveuntil we pierce the gold curtain in roomfour. We cannot pierce the curtain withoutwaving the rod. We cannot get a rod until >
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< we enter room eight. We cannot enterroom eight until we drop a coin in the well.In this way we can confuse the player byensuring that the objects he or she requiresare scattered throughout the castle in apattern that forces someone to visit all partsbefore the final problem can be solved.Our next task is to draw up a map of theadventure locations and allocate each aroom number noting where each object ortreasure is to be initially located.As can be seen from the map there are 14different rooms. At the beginning of thesame R070 will be made equal to the roomnumber at which we want the player to start(line 40). In our case this will be numberone, (courtyard). Having drawn our mapwe can now write a list of room descriptionsin room number order. Each descriptionmust describe the permanent features of theroom, its entrances and exits, for example alarge green-coloured room with exits to thesouth and north.

420430DEFPROCDISPLAYPROCGETROOM:PRINT" YOU ARE ";CURRENT$440IF R%=7 AND WELL=1 PROCM(7)450IF R4 AND CURTAIN=1 PROCM(4)460IF R%=12 AND DRAGON=0 PROCM(8)470REM CHECK FOR (JBJECT IN ROOM480FOR A7.=1 TO OBJECTS: IF L_OC4_07.)=RV. THEN PRINT"HERETHEREISA "; LA(A%)490 NEXT500ENDPROC510REM*********************520DEFPROCM(X%)530RESTORE 17701FOR A7.=1 TO X%: READ A$:NEXT546PRINT A$550ENDPROC560REM******************
7j70DEFPROCDECODE580F$="":PL1- / 5 ( I , L P=P1:I F M ID N$L , 1 ) = "  " THEN 560

Killing a dragon
Those parts of the room which maychange (THE DOOR SOUTH ISLOCKED) are omitted from the descriptionat this point. Having written ourdescrip-tions (lines 1420-1560) we must nowdraw up a table of room connections. Thiswill be used to show what room we willarrive in depending on which direction weleave the previous room. There are sixnumbers required for each room thatcorrespond to the room arrived at shouldwe travel: NORTH, SOUTH, EAST,WEST, UP, DOWN. For example roomconnections for room 10 DATA 12, 9, 0,11, 11, O. Note: if we cannot travel in aparticular direction we allocate the numberO.As you can see for room 10 a move northwould take us to room 12 and a move westor up would put us upstairs in the tower.The room connection date can be of threetypes: zero indicates no path; 1-59 indicatesa normal room -number; » 60 a numbergreater than 60 means that there is a path inthat direction but it is blocked at this time(for example a dragon bars the way).All this connection data is entered asDATA statements in room number order(lines 1570-1700) and the program will readthis into a string DIM CONS (line 240)where CONS(1) would contain room onenumbers 9, 74, 6, 2, 0, 0 and CONS(2)contains room two numbers.When we overcome an obstacle thatblocks the path, such as killing the dragon,we use the procedure PROCCHANGE (line980) to subtract 60 from the connectionnumber in CONS, leaving us with a numberbetween one and 59, thus giving us access tothe next room.As, can be seen from the logic diagram(Figure 2) the main activity of the programis to compare the players commands with alist of known words and if it recognisesthem to call the appropriate procedure.(For example DROP COIN callsPROCDROP and GET RUBY callsPROCGET).The player may give one or two word >
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410.REM*******************

590 F$=F$4-MIDS(IN$,LP,1):LP=LP4-1:IF (MID$(1N$,LP.—"" ") AND (mTry$1m$,Lp'I IZ) THEN 590600 ENDPROC610 REM**********************620 DEFPROCGET630 SEARCH=1640 EI%=0:FOR A7.=1TO OBjECTS:IF Sit(AX.)=C2$ IHEN C%=A%:Er/.=1:AX=OBJECTS:IF LOC(C%)=R7. THEN Et7.=2LOC(C74)=0:PRINT"OK" •650 SEARCH=1660 NEXT670 IF B7.=0 THEN PRINT"You cant"6E40 ENDPROC690 REM*******************700 DEFPROCONE710 B%=0:FOR AX=1TO SNGLE:IF SNG$(A7.)=C1$ THEN C7.=A7.:B7.=1:AX,=SNGLE720 NEXT: IF B7.=0 ENDPROC730 SEARCH=1
740 ON C% GOTO 750,760,770750 PROCINVENT:ENDPROC760 PROCMAGIC:ENDPROC770 PROCDISPLAY:ENDPROC780 ENDPROC790 REM********************800 DEFPROCVERB810 Et7.=0:FOR A7.=1TO VERBS:IF VERB$(A%)=C1$ THEN CX=AX:B7.=1:A%=VERBS820 NEXT: IF B7.=0 ENDPROC830 SEARCH=1840 FOR A7.=1TO NOUNS: IF S$(A7.)=C2$ THEN A=A7.:B7.=2:ANOUNS850 NEXT: IF B7.=1 THEN PRINT"I dont underEitand":ENDPROC860 ON C7. GOTO 870,880,890,900870 PROCBET:ENDPROC860 PROCDROP:ENDFROC890 PROCKILL:ENDPROC900 PROCWAVE:ENDPROC910 ENDPROC920 REM*****************930 DEFPROCKILL940 IF C2$<>"DRAGON" OR DRAGON=1 OR LOC(1)<>0 OR RX<>12 PRI,NT"YOU CANT":ENDPRO
950 PROCM(5):DRAGON=1:PROCCHANGE966 ENDPROC970 REm*********************980 DEFPROCCHANGE990 FOR AX=1T06:A$=MI1)S(CON$(R7.).A7..1):137.=ASC(A$):IF B7.60THEN B7.--4t7.-60:B$=CHR$(97.):A$=MID$(CON$(R7.),1,A%-t):A$=A$+B$:CON$(R7.)=A$4-NID$(CON$(RX),A*41-1,6)1000 NEXT:B7.=2:ENDPROClolo REm********************1020 DEFPROCINVENT1030 IF Ct$':.."1NVENT"THEN ENDPROC ELSE SEARCH=I:C7.=1:FOR A1 TO OBJECTS :IF LOG(A7.)=0:PRINTL$(A7.)1040 NEXT:ENDPROC1090 RFN*******************.1100 DEFPROCWELL1110 IF RX=7 AND WELL-• THEN PROCM(2):WELL,-1:PkOCCHANGE1120 ENDPROC11-30 REM ********#*********

1140 DEFPROCDROP1150 SEARCH-.1:B7.=0:FOR AX1TO OBJECTS:LF Sii(A7.)=C2$ THEN C7.::-A7.:E17.=1:A%-,flPjECTS:IF LOC(CA)=0 THEN Eri.r-2:LOC(CY.)=R%:PRINT"0"1160 NEVI1170 IF B7/2-111--EN PRINT 'You. have'nt dot one":ENDPROC1180 IF C:.:('-i="COIN" PROCWEE11190 ENDPROC1209-AEM**************Y-*****121/0 bb-PROCWAVEr.pf.f.40 IF C2$,::-"ROD" OR PA 4 THEN PROCM(6):ENDPROC11-230 IF LOC(2)>0 THEN PRINT"You have none": ENDPROC ELSE PROCM(7):CURTAIN=11PROCCHANGE1240 ENDPROC1250 REMA*******************1260 DEFPROCFINAL1270 PRINT"CONGRATULATIONS YOU HAVE ESCAPED"12130 ENDPROC1290 REM******************1700 DEFPROCMOVE1310 A%=0:FOR A=110 6:13$=1iID$(M$(A) 2):IF C1$=9$ SEARCH=1:B$="":B$-...MIDS(M$(A),1,1):A7.=ASC(B$):A=61320 NEXT1770 IF SEARCH=OENDPROC1340 B$=MID$(CON$(R7:),A-4.1):A%=ASC(B$)1350 IF A7.=0 OR A7.59 THEN PRINT "YOU CANT GO THAT WAY" ELSE RX=A7.:PROCDISPLAY176( ENDPROC1370 REM*****************1380 DEFPROCMAGIC1790 IF R%'-1 OR DOOR=1 PROCM(6):ENDPROC
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<commands and the program holds these instrings OS and C2$ respectively. Theknown words are easily split into fourgroups: directions; nouns; verbs; singleword commands.A list of each type is made up as fourseparate DATA statements. The verbs areheld in VERBS (line 1740), the single wordsare held in SNG$ (line 1750). The NOUNSare held in the game DIM as the names ofthe treasures and objects S$ (line1720-1730). The direction words are held inthe move dimension M$ (line 1710). Thevariables VERBS, NOUNS, OBJECTS andSNGLE are used to hold the maximumnumber of words in each list.The comparison between the playerscommands and the known lists is carriedout by three procedures: PROCMOVE(1300-1360); PROCVERB (800-910);PROCONE (700-780).PROCMOVE compares single wordcommands against the Direction commandsheld in M$ (for example NORTH,SOUTH). PROCVERB compares the firstword against the objects and nouns in SS.iPROCONE is used to compare againstsingle word commands in list SNGS.In each case if a successful comparison ismade The variable SEARCH is set to 1 tostop further searching for the comparison.If after all words have been compared andSEARCH still equals 0 the message IDONT UNDERSTAND will be given (line160) and the process returns to awaitfurther commands from the player.Movement around the map is achievedusing the four items: List of roomdescriptions; list of room connections; thevariable Ruh which is set equal to thecurrent room; dimension M$.
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Figure 2: the logic diagram
18 Micro Adventurer March 1984

PRINTYOU CAN'T GOTHAT WAY

NOM..

, M 0 * • • • • • • • • • .

11TOWER
EMERALD

Figure I: a map of the castle showing how the rooms are positionedThe dimension MS holds the directioncommands plus a number allocated to thatdirection — NORTH = 1 SOUTH = 2EAST = 3 WEST 4 UP = 5 DOWN = 6.This data is entered as DATA1,NORTH,2,SOUTH,3,EAST,4,WEST,5,UP,6,DOWN. The setting up of MS is.carried out in PROCINIT (lines 210-350).When the player gives the commandNORTH it is read in and stored in F$ byPROCDECODE then transferred to Cl$.Golden sword
PROCMOVE is used to compare thisagainst the commands in MS. If a match isfound we then find from the roomconnection data in CONS whether therequested direction is permitted (line 1350)and if so, move the player to the new roomby setting R% to the new room value. Themove is completed by usingPROCDISPLAY to print the roomdescription for the new R070.Scattered around our adventure we willhave treasures and magical items. To buildthese into our game we first draw up a tableof items allocating each two descriptions.For example a long black rod, ROD, a goldsword, SWORD.The purpose of' the one-word descriptionis to be used during commands such as GETSWORD. The longer description is usedwhen describing the object: HERE IS AGOLDEN SWORD.We must decide where, on our map, wewish the objects to be initially located.These locations will be the room numbers inwhich the object is to be found so the goldsword is placed in room five. To indicate anobject held by the player we will allocatelocation O. The table of names andlocations can now be entered as a DATAstatement as shown in the program listing(line 1720). This data is read in byPROCINIT and stored in dimensions: LOCholds location numbers of each object; S$holds short object description. L$ holdslong object description.PROCDISPLAY can now be used toprint the current room description and stepthrough dimension LOC to find anylocation that matches the current room and

6EASTHALL
7WISHINGWELL

8SECRET ROOMRODRUBY

description heldprint out the long objectL$ for the particular object (line 480).Similarly PROCINVENT (line 1020-1040)is used to give an inventory of the objectsheld by the player by simply searching LOCfor any locations which are zero.On receipt of a GET command theprocedure PROCGET (620-680) is used tofirst ensure it recognises the object namebeing requested. If recognised the locationof the object is checked to ensure it matchesthe current room. If all is correct thelocation of the object in LOC (objectnumber) is set to zero to indicate the playeris now holding it.The reverse procedure PROCDROP (line1140-1190) is used to leave objects in aroom. It is at this time we may wish tocheck for special events such as DROPCOIN in the wishing well room and callsome other procedure (line 1180).The task of printing replies to the player.is carried out by PROCM (line 520-550).This procedure simply carries out a numberof READ commands of the message datalist depending on the value of the callingparameter. This is useful for givingidentical replies from different procedures.These messages are also used for those partsof a room description which can changeA DRAGON BARS THE PATHAs can be seen in PROCDISPLAY (line460) a check is made on the value of Ro7o tosee if we are in the dragon's lair (R070 = 12)and if the dragon is still alive(DRAGON = 0) then PROCM(8) is calledto add to the room description.As an example of the addition of newcommands to this basic game I will now listthe changes necessary to add the singlecommand 'HELP'.•Add the word HELP to the list of singlecommand words 1750 DATAINVENT,SHAZAM, LOOK, HELP•Increase the value of SNGLE in line 30 toSNGLE = 4•Increase size of singleSNGS in line 20•Add procedure jump in PROCONE 740ON CM) GOTO 750,760,770,775•Add procedure call 775 PROCHELP:ENDPROC

word dimension



•Insert new procedure:150 REM*******1060 DEFPROCHELP1070 PRINT 'SORRY THE MAGICIANHAS FORBIDDEN ME TO HELP'1080 ENDPROCThe standard procedures and variableswhich are used as the basis of all futureexpansions are: PROCDECODE (decodesinput command line into CIS, and C2$)PROCGETROOM (loads currentdescription in CURRENT$)PROCDISPLAY (prints room description)PROCMOVE (handles move commands)PROCGET (used for picking up)PROCDROP (used to drop objects)PROCLOOK (displays current location)PROCGETROOM (loads current roomdescription in CURRENTS) PROCINIT(loads room connection data, object names,object locations and known words)PROCVERB (executes 'Two Word'commands) PROCONE (executes 'OneWord' commands) PROCCHANGE(changes room connection data) PROCM(message printing procedure) Ro7o (currentroom number) CURRENT$ (holds currentroom description) LOC (location numbersfor objects) S$ (short object names andNouns) LS (long object names) VERB$(holds known verbs) SNGS (holds knownsingle words) SEARCH (commandcomparison flag) FINISH (game end flag)CONS (holds room connection data) M$(holds direction words) VERBS (max verbs)NOUNS (max nouns) OBJECTS (numberof objects) ROOMS (number of rooms).

<11400 PROCM(1):DOOR:t1:PROCCHANGE1410 ENDPROC1420 REN***A*ROOM DESCRIPTIONS****14:0 DATAIN THE COURTYARD OF THE CASTLE. EXITS ARE TO THE NORTH WEST EAST. THEMAIN ENTRANCE IS SOUTH•t440 DAIAIN THE WEST HALL. THERE IS (iN EXIT EAST AND STEPS DOWN WEST1450 DATAON A FLIGHT OF STEPS1460 DATAIN A DUNGEON. THERE ARE STEPS UP EAST AND AN EXIT SOUTHCOVERED IN A GOLD LIGHT-1470 DATA INSIDE A TREASURE VAULT. THE EXIT IS NORTH1480 DATA IN THE EAST HALL. THE EXITS ARE WEST AND EAST1490 DATA IN A SMALL ROOM. A WISHING WELL STANDS HERE. THE EXIT IS WEST1500 DWAIN A SECRET ROOM BEHIND THE WISHING WELL., THE EXIT IS WEST1510 DATAIN THE NORTH HALL. EXITS ARE NORTH AND SOUTH1520 DATA IN A LONG CORRIDOR LEADING NORTH SOUTH. THERE AREWEST157, DATAIN A TOWER ROOM. THE EXIT STAIRS ORE EAST1540 DATA IN A DRAGONS LAIR. THERE ARE EXITS NORTH AND SOUTH1550 DATAIN A MAGIANS ROOM. WRITTEN ON THE WALL IS THE WORD SHA7AM1560 DATA001SIDE THE CASTLE THE ROAD LEADS TO FREEDOM1570 DATA9,74.6,2.0.01580 DATA0,0,1,;,0,01990 DATA0.2,4,2,41.600 DATA0,65t,-2,,0,7;,01610 DATA4,0,0,0,0,01620 DA TA() , n 7,1,0,01)ATA0,0,68,6,6,01640 1)ATA0,0,0.7.0,01650 DATA10,1,0,040,01660 DATAl2,9,0,11,11,01670 DATA00).10.0,0,101680 DATA73,10,0,0.0,01690 DATA0,12,0,0,0.01700 DATA0,0.0,0,0,0171.0 DATAI,NORTH,2,SOUTH,3.EAST,A,WEST.5.UP.6,DOWN1720 DATASWORD,5,GOLD SWORD,ROD,8.9LACV ROD,COIN,;,GOLDEN COIN., SILVER., OFSILVER.EMERALD,11,LARGE GREEN EMERALD,PEARL.I2..LARGE PIN1‘ PEARL,RUBY,S.HUGE REDRUDY17017401750176017701780

DATADOOR,DRAGONDATAGET,DROP,KILL,WAVEDATAINVENT.SHAZAM,LOOKREM***** MESSAGES ******DATATHERE IS A FLASH OF LIGHT AND THE MAIN GATE OPENSDATACHING! THE COIN DISAPPEARS DOWN THE WELL WHICH MAKES A SECRET DOOR TOTHE EAST OPEN1790 DA1AA SECRET DOOR TO THE EAST IS OPEN1800 DATATHERE IS A HOLE IN THE GOLD CURTAIN1810 DATATHE SWORD FLASHES - AND THE DRAGON1820 DATANOTHING HAPPENS18W DATAA FLASH FLIES FROM THE ROD AND PIERCES1840 DATAA DRAGON BARS THE WAY NORTH
SCREAMS AND DISAPPEARS

THE CURTAIN

WHICH IS

STEPS UP TO THE

ADVE
48K SINCLAIR ZX SPECTRUM

You are a Knight of Camelot,searching for Merlin's losttreasure. On your way youwill discover the Witches'Tower, rescue a Princessheld by the wicked Wizardof Trill. £5 .95

You discover the entranceto an ancient pyramidblocked by a rock. Onceinside, you discover firerooms, ice rooms andother traps set by thebuilders to protect thePharaoh. £4.95

A rope above a rock fissureis the only' way into thisMagic Mountain, or is it'?Legends tell of vast storesof treasure but also ofpoisonous spiders, lizardsand magic at work. £4.95
Send SAE for full list.

An old deserted miningtown holds the clues tothe location of a lost goldmine. Once in the mine,your problems are notover - the roof creaksalarmingly and mightcave in. £4.95

Dept E FREEPOST EM463 (No stamp)
PI- I IPPS A S S O C I AT E S  172 Kingston Road, Ewell, Surrey KT19 OBRTelephone 01-393 0283. 24 Hour answering.Prices include postage (outside Europe add E1.00 per item). Access and Visa cards welcome

A full war-time escapeAdventure. As a prisonerof the Germans, youmust escape through thenetwork of tunnels, roomsand chambers. The fencearound the camp is elec-trified and guards areeverywhere. £6.95**NEW**
pAoct 'Emma •VISA

Access
Arlik
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cAll to arms formonster fighters
TO FIGHT or not to fight, that is the Lyman Alpha compares the brain-teasing problems of anquestion. In most adventure games, if oneadventure game with the sophisticated combat style of
encounters a monster, one does not really Du ngeons and Dragonsfight to get rid of it. In Crowther's originalColossal Cave Adventure, a player can, Fighting in D and D is truly great fun. have a sophisticated combat system as welldrive away a fierce green snake by releasing Take away the fighting and the resultant as complex problems in computeriseda little bird that attacks the snake. You can game would be similar to an adventure adventure games.even kill a dragon with your bare hands, game, but I doubt that it would hold a I do not know why many adventurebut you can hardly call that fighting. player's interest much longer. Unlike programmers avoid this. Perhaps it is

pons g adventure, D and D is a sociable game, so because combat subroutines eat up a largeWea and maic when it comes to fighting everyone gets a amount of memory. I suspect thatIn Dungeons and Dragons, the monster- chance to bash away at the monster. If D programmers believe that lengthy des-fighting occupies about 70% of the lilaying and D consisted solely of problem solving criptions and a vast number of locations aretime, although it really depends on how the then the less proficient players get left more important than the fighting element. Idungeon master arranges the game. It has a behind as all the problems are likely to be shall explain my combat system and how torather sophisticated combat mode that solved by the experienced players. This, implement it in the hopes that this void ininvolves weapons, magic, intellectual and though, is fine for an adventure game adventure gaming might be filled. A nicephysical status of the players and monsters. where there is only one player. mixture of fighting and problem solving goHence'D and D-'s great popularity. It would be nice, however, if one could well together and I think one needs
4OREM50REM PROGRAMMED BY L.ALPHA,60REM70REM XXXXX*XX*XXXXXXXXXXXX**3000EX8090PROCINIT100REPEAT110PROCMONSTER120PROCWEAPONCHOICE130PROCSTATUS140PROCFIGHT150PROCBONUS160UNTIL FALSE170130DEFPROCFIGHT190PRINT200PRINT"WHAT DO YOU WANT TO DO?"210PRINT220PRINT"I) HIT 2) SWING3) THRUST 4) ESCAPE"230AX=GET-48240IF AX<=0 OR AX>=5 THEN 230250IF A7.=4 THEN PROCESC:60T0190260PROBABILYX=(dexterityX-MDEX%/2-5*()ERBX=AZ)+RND(5))270PRINT280PRINT"HIT PROBABILIT‘r = ":PROBABILY%:"X"290PRINT300IF AY.=1 THEN PRINT"YOU ATTACK THE ":MONSTER" WITH YOUR.";WEAPON$:310IF AX=2 THEN PR1NT"YOU SWING YOUR ":WEAPON$:" AT THE ":MONSTER$:3201F AZ=3 THEN PRINT"YOU THRUST YOUR ";WEAPON$;" AT THE ":MONSTER$:330IF RND(100)>PROBABILY% THEN PRINT" BUT YOU'YE M1SED HIM"':GOT0420340HITSTRX=strength70(<<7+WEAPONSTR%-2X<VERB%=WX))/11),X<I-MDEP4/150)350PRINT" AND HIT HIM WITH STRENGTH ":HITSTRZ360MSTRX=MSTRZLHITSTRX/2370MCONX=MCONX-HITSTRZ.380MDEPX=MDEPX-HITSTRZ/4390MDEXX=MDEXX-HITSTRZ/3400PROCSTATUS410IFMSTR%<=0 OR MCONZ(=0 OR MDEFX(=0 ORMDEXX<=0 THEN PRINT'"WELL DONE! YOU HAYE DESTROYED THE ":MONSTER$:kiIIX=k111%+1:ENDPROC420IF MDEXX-dexterityX/2>RND(180) THENPRINT"THE ":MONSTER$;" TRYS TO ATTACK YOU BUT HE MISSES YOU!":GOT0190430HITSTRX=MSTRZX((1-de-fenceX/100)̂ 2)
440strength1X=stren9thX-HITSTRZ/2450constitutioriX=constitutionX-HITSTRZ.460dexterity7'.=dexterity%-HITSTRV./3470defenceZ=defence*X-HITSTR%/4420PRINT"THE ":MONSTERS:" ATTACKS YOU WITH HIT STRENGTH ";HITSTRZ490IF HITSTRX.00 THEN PROCSTATUS
500IF strenglhX<=0 OR constitution%<=0 OR dexterity%<=0 OR defenceM=0 THEN PRINT"OH DEAR. YOU ARE DEAD.":PROCDEAD510PRINT"WHAT DO YOU WANT TO DO? (I-4)"
520GOT0230530ENDPROC540558DEFPROCESC560PRINT570IF RND(100)>clexterit$A-MDEX% THEN PRINT"THE ":MONSTER$;" WON'T LET YOU' ESCAPE'":ENDPROC580PRINT"OK YOU ESCAPE'"590PROCMONSTER600PROCWEAPONCHOICE610PROCSTATUS62(1ENDPROC630640650DEFPROCINIT660CLS670strength%=RND(50)+50680constitutIon74=RND(50)450690dexteritvZ=RND(50)4.50700de4ence%=RND(50)+50710k111%=0720PRINT"WELCO1E TO THE DUNGEON"730PRINT740ENDPROC7507607700EFPROCMONSTER780RESTORE950790MONSTERS=FNWORD800RESTORE968810MONSTERS=MONSTER$4." "+FNWORD820RESTORE970830MONSTER$=MONSTER$4." "1-FNWORD840PRINT
850PRJNTSTRING$(38."X")

860PRINT"YOU ENCOUNTER A ":MONSTER$870PRINTSTRING$(38."X")880PRINT890MCONX=RND(50)-1-50900MSTWX=RND(50)+50910MDEF%=RND(50)-4-50920MDEX%=RND(50)+50930ENDPROC940950DATA FIERCE.HORRIFYING.GIANT.HORRIBLE,GREAT9600ATA GREEN.RED.BLACK,GOLDEN,WHITE970DATA SNAKE4DRAGON.DINASUAR,MONSTER,SPIDER9ee
99010800EFFNWORD1010A%=RND(5)+110208%=11030REPEAT1040READ A$1050E/1=8%4-11060UNTIL AX=BZ.1070=A$10881090110011101120DEFPROCSTATUS1130PRINT1140PRINT"STATUS"TAB(13)"YOU"TAB(26)"MONSTER"1150PRINT1160PRINT"STRENGTH"TAB(13);strength%;TAB(26)MSTRX1170PRINT"CONSTITUTION"TAB(13);constitutionX;TAB(26)MCON%1180PRINT"DEXTERITY"TAB(13)01exterity%;TAB(26)MDEX%1170PRINT"DEFENCE"TAB(13);defence%;TAB(26)MDEF%1200PRINT"WEAPON"TAB(13)WEAPON$1210PRINT1220ENDPROC12301240125012601270DEFPROCWEAPONCHOICE1280PRINT"WHICH WEAPON WOULD YOU LIKE TO USE?"1290PRINT1300PRINT"1) SWORD 2) MACE 3) HATCHET 4) LANCE"1310AX.=GET-481320IF AZ.<=0 OR AZ>=5 THEN 13101330RESTORE140013408%=01350REPEAT1360READ WEAPON$,WEAPONSTRX,WEAPONDEPX,WEAPONDEXX.VERUX13708X=BZJI13BOUNTIL AX=B%1390ENDPROC1400DATA SWORD,0,0,0,11418DATA MACE.0.-1.1,11420DATA HATCHET.1.0,-1,214300ATA LANCE.1.0.-1,31440145014681470DEFPROCDEAD1480PRINT"WOULD YOU LIKE ANOTHER GAME?"1490A$=GET$1500IF A$="Y" THEN RUN151060T014901520153015401550DEFPROCBONUS1560PRINT1570PRINT"PRESS <SPACE> TO CONTINUE"1588IF GET$(>" " THEN 15801590CLS1600PRINTSTRING$(38,"X")
1610PRINT1620PRI1'JT"YOU DRINK THE HOLY WATER WHICH REVITALISE YOU."1630strengthX=strengthX.+0.8MRND(100-strengthZ)1640constitut.lon%=constItution%4.0.8*RND(100-constItutionZ)1650defenceX=defenceX+0.8XRND(100-de4ence7.)1660dexter1tydexter1tvX+0.8XRND(100-dexterity%)1670PROCSTATUS1680PRINT"YOU HAVE DESTROYED ";ki11%;" MONSTERS"1690PRINT1700ENDPROC



WELCOME TO THE DUNGEON

XXXXX*X*XX*XXXXXXX*X*XXXXX**K**XX**X**YOU ENCOUNTER A GIANT GOLDEN SNAKEXX*M3000000000(X***XXXXXX*XXX*Wk***XX
WHICH WEAPON WOULD YOU LIKE TO USE?
1) SWORD 2) MACE 3) HATCHET 4) LANCE
STATUS EXCULIBER MONSTER
STRENGTH 98 9 5CONSTITUTION 77 8 8DEXTERITY 65 8 1DEFENCE 81 5 1WEAPON SWORD

WHAT DO YOU WANT TO DO?
I) HIT 2 )  SWING 3) THRUST 4) ESCAPE
HIT PROBABILITY = 27X
YOU SWING YOUR SWORD AT THE GIANT GOLDEN SNAKE BUT YOU'VE MISSED HIM!
THE GIANT GOLDEN SNAKE TRYS TO ATTACK YOU BUT HE MISSES YOU!
WHAT DO YOU WANT TO DO?
1) HIT 2 )  SWING 3) THRUST 4) ESCAPE
HIT PROBABILITY = 34%
YOU ATTACK THE GIANT GOLDEN SNAKE WITH YOUR SWORD BUT YOU'VE MISSED HIM!
THE GIANT GOLDEN SNAKE ATTACKS YOU WITH HIT STRENGTH 3
STATUS EXCULIBER MONSTER
STRENGTH 96 9 5CONSTITUTION 74 8 8DEXTERITY 64 8 1

DEFENCEWEAPON 80SWORD

something to relieve the frustration duringan adventure game.My system is similar to that of D and D.You have four indicators that reveal yourstate of health and fighting ability.Strength: indicates one's strength and themaximum force you can generate. Con-stitution: encompasses one's stamina andgeneral health. Dexterity: indicates one'sagility and hand-to-eye co-ordination. Thisfactor determines whether you hit or miss.Defence: your resistance to brute force.Hit probability
The player can use various weaponswhich affect different results. For instance,if a mace is used to hit a monster the desiredresult is achieved, but it is no good fordefence and when you are hit your pointsare reduced. Verbs such as hit, swing andthrust also affect the performance of theweapon. In my system I have included threeverbs to attack. One must use the rightwords to gain the best effect.There are five types of monsters anddescriptions. I use two sets of fiveadjectives. Their status is set randomlyabove 50.
When one attacks a monster, theprogram first works out the hit probabilitywhich depends on the player's dexterity, themonsters' dexterity and how you are usingyour weapon.The percentage is displayed and a result isthen notified, together with the hit strength.The hit strength depends on the player'sstrength, the weapon, the verb, and themonster's defence.The resultant monster-strength iscalculated as follows: strength strengthhit strength /2. Constitution = con-stitution — hit strength. Defence = defencestrength /4. Dexterity = dexterity — hitstrength /3.You can play the program as it is but it isprimarily designed to be incorporated in anadventure game. It can be compacted in l Kbyte using shorter variable names andmulti-statement lines. 0

51

WHAT DO YOU WANT TO DO? (1-4)
HIT PROBABILITY = 33%
YOU ATTACK THE GIANT GOLDEN SNAKE WITH YOUR SWORD AND HIT HIM WITH STRENGTH 51
STATUS EXCULIBER MONSTER
STRENGTH 96 6 9CONSTITUTION 74 3 7DEXTERITY 64 6 4DEFENCE 80 3 8WEAPON SWORD
THE GIANT GOLDEN SNAKE ATTACKS YOU WITH HIT STRENGTH 2
STATUS EXCULIBER MONSTER
STRENGTH 95 6 9CONSTITUTION 72 3 7DEXTERITY 63 6 4DEFENCE 79 3 8WEAPON SWORD
WHAT DO YOU WANT TO DO? (1-4)
HIT PROBABILITY = 32%
YOU SWING YOUR SWORD AT THE GIANT GOLDEN SNAKE AND HIT HIM WITH STRENGTH 45
STATUS EXCULIBER MONSTER
STRENGTH 95 4 6CONSTITUTION 72 - 8DEXTERITY 63 4 9DEFENCE 79 2 6WEAPON SWORD

WELL DONE! YOU HAVE DESTROYED THE GIANT GOLDEN SNAKE
PRESS <SPACE> TO CONTINUE
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GraphicAztecpuzzle
Adventure Aztec Tomb MicroCommodore 64 Price f 7.95Format Cassette SupplierA lligata Software, SuperiorSystems Ltd, 178 West St,Sheffield,GRAPHICS combined withtext seems to be the in-thing foradventures at the moment, andAztec Tomb follows this trend.The quest starts in anordinary house — well, maybenot so ordinary. Its interior israther small to say the least,but with skill or luck youshould soon find yourself inthe Amazonian rain forests,trying to discover an Aztec*tomb.A –split-screen technique isused. The graphics occupy thetop two-thirds of the screen(with space at the right-handedge for describing visibleobjects); descriptions, re-sponses and input are confinedto the lower portion.The background is blackagainst which the textcolouring leaves a little to bedesired in the way of clarity.Each location is presented asa simple, yet colourful pictureof the scene. For example abedroom is represented bythree walls, a bed and bedsidecabinet.Naturally, you'll want toopen the cabinet drawer (speltdraw in the program). If youdo, the picture is replaced withone where the drawer is pulledout.The graphics are attractiveand, best of all, drawninstantly — there is no waitingwhile chunks of the picture arefilled in with colour.Objects lying around for youto examine or pick up are notshown, but are merelydescribed in the text.There is no facility forswitching to a text-only mode— some adventurers prefer toleave the pictures to theirimagination.The vocabulary seemedsmall but adequate. Apartfrom the usual N,S,E,Wabbreviations to four lettersare accepted.Having got stuck quite earlyon, I decided to call for help.This cry from the heart was
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What's on the way in the adventure world — ifyou have a new adventure, war game or real-lifesimulation which you ate about to re.lease senda cvvy and accompanying details toSottwase Inventory: MiCIO Adventurer,12 13 Little Newport St London WC2I1

always met, not unfairly, withthe response "Examine thethink". Good advice — Idecided it was time I examinedI he listing.It turned out to be easy tobreak into the program, a fairpart of which was written inBasic.The listing is semi-protected

(it overwrites Itself on thescreen) but to a determinedadventurer not much of anobstacle when desperate for aclue and further progress.Examining listings could becalled cheating, and, in themain, I would agree.Publishers should break-proofBasic adventures to protectunscrupulous and unpersistentadventurers (whoone?) fromthem selves.The adventure seemedinteresting enough from theprogress I made, although oneor two of the puzzles seemed alittle illogical or unreal in theirsolution. I found one bug — ajar was described as full whenit was empty. With its simplestylised graphics, the adventureis probably more suitable forthe younger player (the inlayrecommends it for I l year oldsand over), although some ofthe problems are a bit sticky.Worth a play. BCBlackbeardis out toget you
Adventure Pirate MicroSpectrum 48K Price £9.25Format Cassette SupplierChalksoft Ltd, 37 WillowsleaRd, Worcester.PIRATE is described, in theblurb, as an adventureprogram for children.Not knowing quite what toexpect, I slipped the cassetteinto the tape deck, and absent-mindedly started to load theprogram.The lounge was starting toget dark, being lit only by theglinting of tinsel and paperchains for Easter. Enough ofmind-wondering. The instruc-tions have finished loading.

The adventure comes in twoparts. The first is on boardyour ship, which is sailing the"seven seas me hearties!" Parttwo takes place on a secretisland, but more of that later.While sailing around in partone, you will face variousdifficulties, such as torn sails,men overboard or a leaky hull.You can also find yourselfbecalmed or even ship-wrecked. •There are other pirate shipsto be fought and captured, butbeware — if you are defeatedyou will be made to walk theplank.You will find several islandson your travels, one of whichhas a mysterious black cat,which, with very littlepersuasion will tell you itsname. Remember this as youcan't get into part two withoutit.This is either a very ficklefeline or it has an identity crisis

because it has a different nameeach time you play.On finding Treasure Island Iwas attacked by an old manthat I presume must have beenBen Gunn.One island contains adragon, which must, of course,be slain. At this point, if youhave amassed enough jewelsand can remember the name ofyour new pet, you can proceedto part two.You find yourself in aharbour of a strange island.The cat tells you that its masteris a king who is held captive byBlackbeard somewhere on theisland. Your mission, shouldyou decide to accept it, is torescue the king.It is well worth making amap of the island as you go, asyou will undoubtedly dieseveral times by falling offcliffs, being killed byBlackbeard's pirates or inforest fires.When you die, you startback at the harbour again.To keep your strength up,you can eat when you findbanana trees, and theopportunity may present itselffor a nice piece of roast pork.Once you have tracked himdown, you must killBlackbeard to release • anextremely grateful king.So, to sum up, Pirate hassome nifty little tunes, but theybecome a bit repetitive, and thegraphics are very basic.The only responses requiredby the program are the fourdirectional keys plus Y and N.Pirate did not really capturemy imagination, but then itisn't really intended to. I don'tthink it will tbe challengingenough for anyone butyounger children. Overall, Iwould say that it is not goodvalue at £9.25. PM
Chalksett

Pirate,x-g:Trrintro48k
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Everesthopesdashed
Simulation Everest MicroDragon 32 Price ,f7.95 FormatCassette Supplier SalamanderSoftware, 17 Norfolk Rd,Brighton, East Sussex.AS THE words "Regret Hankdied during night" came up onthe screen, I leaned back fromthe keyboard. The expeditionwas over. The hopes of somany men had been dashed byan error of judgementconcerning the distribution offood. We had failed toconquer Everest.This game (complete withvideo-type case) is one of thelatest offerings fromSalamander Software, whohave now grown to be one ofthe -iiiost reputable softwarehouses to produce Dragonprograms.Everest is a simulation ofmountaineering.The player has the choice oftackling any one of three peaks(Nuptse, Lhotse or Everest)and the choice of Spring orAutumn (in Autumn theweather conditions are worse).After choosing these, theclimbers for the day must bepicked, and then loadsallocated. If they have more tocarry, or are forced to gowithout food, they becomeweaker, and three climbersdead means that the expeditionis called off.At the end a rating is given,which may either be a rudecomment or a numericalrepresentation of how well theplayer has done, depending onhow good he or she is.To accompany the ratingthere are a transferable host ofother features, including a hi-res display of the actual climb,transferable to any climber,which all add to the overallenjoyment.Everest is all BASIC, butdon't be put off, because itmust be one of the bestsimulations I have seen for theDragon.Judging by the realism of thegame, Everest has obviouslybeen well thought out, and theauthor has put a lot of effortinto making it real. Theinstruction booklet reads wellbecause whatever the program

may be, it is not user friendly.I liked this game, and I amsure that many a would-beChris Bonnington Nv o u ld enjoyspending the long winter nightsin front of the fire climbingEverest. MC

Limitedspaceflight
Simulation Space ShuttleMicros BBC B, Atari I6K,Tandy Colour, Spectrum 48K,Dragon, Electron, CBM 64,Oric. Price £8.00Format Cassette

Micros CBM 64, BBC B,Atari. Price f9.99 Format DiskSupplier Microdeal, 41 TruroRd, Si Austell, Cornwall.HAVING BEEN treated to awelter of television advertisingfor this program I- lookedforward to seeing it.The simulator comes with a14-page flight manualcontaining the mission planand control. instructions foryour flight.The mission is to launchyourself successfully into orbit,fetch a malfunctioning satelliteby parking next to it and thenretrieving the device with yourremote control arm.After the satellite is safelystored, close the bay doors, fireretros and begin re-entry. Flyinto a final approach windowand perform a mock landingflare. Then start your finalapproach to the runwayresulting in a safe landing.The program is split intothree main phases take-off,park and re-entry.Before take-off the player isgiven the weather conditionsfor the proposed landing site:wind strength, direction, cloudceiling and so on.The take-off, plus someother parts of the simulation,are carried out under autocontrol where you may relaxand look out of the window at

the disappearing mountains.Keyboard or joysticks maybe used to control the flightinto orbit and the parkingalongside the satellite.The retrieval of the waywardSputnik is carried out by meansmeans of an arm which ismanoeuvred out of the bayuntil it touches the satellite andheld in contact until it locks.Having retracted the armand stowed everything away,the player may activate the re-entry sequence and try tonavigate to the landing strip.There are few controls tomaster, and just as fewinstruments in this package.The many aircraft simulatorsalready available appear to bemore sophisticated than thisprogram.The graphics shown throughthe window are white,flickering and crude. As thisprogram is available for anumber of micros I can onlyassume that it has beenrestricted by the limitations'imposed on it by the otherpoorer systems it is designed torun on.BBC micro users, who areused to much better, are notliable to be over impressed bymuch in this game.Whether it be the childishlysimple retrieval sequence or theblackout phase, where myinterest also blacked out.AM>Persistence brings rewards
Adventure Krystals of ZongMicro Commodore 64 PriceE7.95 Format CassetteSupplier PSS, 452 StoneyStanton Rd, Coventry.THE OBJECT of this game isto collect treasures whileavoiding the various nastiesthat pursue you.The game is played within aseries of nine rooms. These arearranged in a three-by-threematrix, and are numbered oneto nine.Room five is in the middle ofthe matrix, and it is from herethat each game begins.Each room consists of amaze, with a treasurecompartment at its centre.There also are exit doors to theimmediately adjacent rooms.The treasure compartmentof each room is protected by alock. Scattered throughout therooms are the nine keys thatunlock the treasure compart-ments. The game lists all thekeys held by the player.The keys are colour coded to

AM ANNIAIMAPniummallwrommumun

match the border area of theroom to which each particularkey applies. For example,room one has a purplesurrounding. To open itstreasure compartment it isnecessary to find the purplekey.To prevent you doing thisthere are assorted snakes, batsand other nasties which pursueand attempt to kill you.

You are allowed five lives,and are provided with a swordin each room with which tofight off your pursuers.There are eight levels ofplay. At each level one of thetreasures is a ladder thatenables you to climb to thenext level. The speed andcomplexity of the gameincreases as each new level isreached.As well as building up yourscore, some of the treasureshelp you in your fight with thepursuers.For example, there are a pair,of elven boots that enable youto move much faster than yourpursuers.This game borders on theaddictive. There are excellentgraphics and the complexityvaries enough throughout theeight levels to appeal to playersof widely differing abilities.My particular version wasnot completely bug-proof, butthat is my only criticism of anotherwise excellent game. R3
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The Hobbit. Now the best is
:After a -very snort time I found that Theliobbit was becoming almost a way of life •rather than a game, and so when I finished itfor the first time I was partly sad because Ifelt that all the fun and adventure hadended, but I was wrong. Even now I amdiscovering new things about the game andfeel that it will be some time until all of itssecrets are revealed to me,MR. I STERN, Herts
have at last received your 'Hobbit'program and would like to congratulate youon its excellence_ After four days of sweatand tears I have completed only 37.5 percent of the adventure. The program has livedup completely to expectations, and there isno doubt about it being the best productionfor the Spectrum to date ou havesurpassed all others,, - nroprarn;01'10C-•A lot of fun."COMPLIT

The excellent gr:The exciting diffeis that it is possit-t,,onverswith all •meet and ask therecommend this gTolkien, or novelPOPULAR COMPF
;.am writing to clobbit'_ I think it is one ofingenious programs I haveto use. It has kept me sturnmonths_ I think thaeffort th •, has guwriting a. program hke this it ust have bet_enormous. The effects are brilliant to say t,least. JEREMY CHESTER

it takes first place in the newquality and -value for money.SINCLAIR USER
cations in the Adventure areie excellent graphic •i.-)ipte 7

ores_ Theied ploterior to anyfor the
COMPUTER

st..,ty MountainsJ-iis game isto play and is No. 1 for-Id excitement."GORDON DEMPTSTER, Scotland
again for an excellent game in TheHobbit', I feel I have really got my money'sworth out of playing time, Congratulations!"MR, P. RUSHTON Leeds

The most powerfui computer game yet;nvented," COMPUTER WEEKLY
1Nithin my circle of friends this game hasbecome something of an obsession. Wemeet every Friday ..night at someone's houseand spend 3-4 hou'rs on 'The Hobbit'. Fridaynight would not be the sarne without TheHobbit'," CHRISTINE VERCHILD Wilts

One new Adventure game stands headand shoulders above the rest. It alonealmost provides you with a good enoughreason to buy a 48K Sinclair Spectrum. Notonly doesThe Hobbit produce drawings ofthe main scenes, but it also understandsproper sentences rather than pairs.of wordsfor its commands. It comes With a copy ofTolkien's classic book of the samename, It is the program with the mostdetailed and best written documentationever." WHAT MICRO
"This is an impressively packagedAdventure game which makes good use ofthe Spectrum's colour graphics, They havenot only produced one of the best games forthe Spectrum, but given everyone &se alesson in good gne design."RACT1CAL COW

"I am the owner of a copy of 'The Hobbit'which is \,vonderful entertainment, and verychallenging. I have other tapes andpublications of yours, all of which areexcellent" MR. D..1. BURGH, Kent
"Having received the rnost excellent piece ofprogramming I have ever seen, we have hadno social life whatsoever. 'The Hobbit' hasbeen dominating our hves since January andmany nights have been spent until 3 o'clocktrying to conquer it."SIMON ROGERS, Avon
"I have recently purchased your excelleradventure game The Hobbit'. Thisgreatly enhanced by the use ofgraphics itsavailabilityIna of havine

Lef.tikMelbourne House



; available for:
?.ntof
3
Idck
Ion

• In my software library, your program 'TheHobbit takes first place."DAVID MAXWELL, London
"I am the proud owner of your excell&:'program 'The Hnbit' and have alrmany happy, restful, relaxihours trying to solve its

,sinc,
ft,

4!1_611r7ri :41*-

'd for my ZXyou supply ceoexcellentthe money. I find'ery realistic. Theaccurate, It stickse book, which is ait very compelling
tEN CASSIDY, Essex;ng recently purc\ha,ed a Sinclairrum I decided to buy The Hobbit'I have been doing a literature projectbased on The Hobbit' with my class of 10and 11 year old children. Over the last 10weeks the children, having read the book,have been attempting the program with myassistance_ Let me congratulate you on amost entertaining program." -MR. K. REID AND CLASS 7,Nottingham

• more of arI experience than aprogram!"POPULAR COMPUTING WEEKLY
• the most unique factor of this programis that the user instructs the computer incompletely ordinary English sentences. TheHobbit program is cap.able of verysophisticated communicationsZX COMPUTING

I purchased 'The Hobbit' not long ago andsince then I have been engrossed in thegame, and I'm beginning to think no-onewants to talk to me as all I talk about is myadventures ini 'The Hobbit',"DAVID ROWLEY, Stoke-on-Trent' 'The use of graphics is one of the featureswhich makes The Hobbit special. The •addition of graphics as good as these adds awhole new dimension to the Adventure. It iscertainly a marvellous game, which shouldset the standard for future Spectrumadventures." ZX COMPUTING

g‘

A
have enjoyedensely. must thankucing such a clever pro&•North every penny of the purcha•

MRS i RYCRAFT, Northampton
'The Hobbit' is a beautifully con-structed, frantically-maddening,tortuous, gloriously inconsistent,thoroughly spooky adventure — farbetter than I could have hoped for andcertainly the finest of the dozen or soadventure programs I have. In short, Icongratulate the four who sweated fora year and a half."MR. PETER JONES, South GlamNothing is certain in this Adven-ture, but uncertainty! Add to this thebrilliant graphics that are used todescribe many of the locations and wehave an Adventure that is going tobecome a classic for the Spectrum."POPULAR COMPUTING WEEKLY...we are not eating food...weare losing sleep...and it's great! Weare lost, in the Hobbit program."MR. JOHN HARRIS, Kuwait
The children were immediately en-thusiastic about the program ( evendedicated footballers gave up someplaytimes to use it!). Many childrenborrowed copies of 'The Hobbit' fromthe library to read for themselves."JUNIOR EDUCATION MAGAZINE
'The Hobbit' arrived and single-handedly set the standard foradventure games to come, with Itssophisticated mixture of advancedlanguage analysis and beautifullydetailed graphics."MICRO ADVENTURER

IL__ My_ W
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Orders to:Melbourne House Publishers131 Trafalgar RoadGreenwich, London SE10
Correspondence to:Melbourne HouseChurch YardTringHertfordshire HP23 5LU
All Melbourne House cassette software isunconditionally guaranteed againstmalfunction.
Trade enquiries welcome.

j Please send me your free 52 page catalogue.Please send me:
SPECTRUM
ri Spectrum "The Hobbit" 48K  E14.95Penetrator 48K    E6.95
J;Terror-Daktil 4D 48K  E6 95•  Melbourne Draw 48K  E8.9511 H.U.R.G. 48K  E14.95Abersoft Forth 48K   E14.95•  Classic Adventure 48K   E14.95El Sherlock Holmes 48K  E14.95COMMODORE 64
D Commodore 64 "The Hobbit"   E14.95
ri Commodore 64 Hungry Horace  E5 95Li Commodore 64 Horace Goes Skiing   E5.95DRAGON 32
ri Dragon 32 Hungry Horace   E5.95BBC

BBC "The Hobbit" Model B  E14.95
ORIC 1

Oric 1 "The Hobbit" 48K  E14.95
I I

VIC 20
Fl Cosmonauts, Unexpanded VIC 20  E5 95Wizard & Princess, Unexpanded VIC 20   E5.95
All versions of "The Hobbit" areidentical with regard to theadventure program. Due to memorylimitations, BBC cassette versiondoes not include graphics.

Please add 80p for post and pack E  .80
TOTAL
I enclose my rl cheque

money order for E
Please debit my Access card No

Expiry Date
Signature
Name
Address

a

P o s t c o d e
Access orders can be 1L MA3telephoned throughOn our 24-hour ansatone(01) 858 7397.
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Battlinga colourproblem
War game Paris in DangerMicro Atari 400/800 48KPrice £28.95 Format DiskSupplier Avalon Hill GameCompany, 650 High Rd,North Finchlev.THE DATE is 1814 and Parisis in danger. Napoleon has todefend Paris againstnumerically superior Alliedtroops.Paris in Danger, fromAvalon Hill, recreates thecampaign in detail. This is atwo-player game, and there arethe remnants of a finesimulation here. Unfor-tunately, the game is madealmost unplayable becauseAvalon Hill have used an Atarifeature known as artifacting tocreate a map.Artifacting allows the Atarito display more than onecolour on its hi-res displaymode. This works very well onAmerican NTSC televisionsbut not on our PAL system.What are blues and reds on theAmerican standard are justfunny coloured lines on ours.As far as Paris in Danger isconcerned this makes thingsawkward. The whole gamehinges around how manytowns each army has under itscontrol. The towns arecoloured red and blue, as arethe various armies concerned.Artifacting makes thesetowns indistinguishable fromeach other. A separate recordhas to be kept on a piece ofpaper if you want to keep trackon who controls what. Thataside, Paris in Danger is thestart of a superb system of wargames on computer (another,Waterloo, is soon to follow).Paris in Danger combinesstrategic and tactical systems inone game. Initially corps-sizedunits are moved around a largescale map of France. If a unitmeets with the enemy theplayers are given the chance tomove onto a small scaletactical map with division-sized units or let the computeradjudicate the combat.The strategic map isapproximately six screens insize. Using a joystick means[hat you can scroll around the-nap quite quickly.Each unit is supplied with

orders for the forthcomingweek. One move for each dayplus an extra move for force,marching. When two Opposingunits meet the computer willask if you want it to resolve thecombat or if you want to go tothe tactical map.Computer adjudication is alot quicker. Average game timeusing the tactical map displaycan be upwards of five hours.Using the computer cuts this toaround three.
The small scale tactical mapdisplays at random, bridges,forests and towns as well as theunits involved. Each unit canbe formed up in any of fourformations. These are line,column, mixed and square.Each type of' formation willchange the way in which theuhit fights. For instance,fighting in line inflictsmaximum casualties but is veryvulnerable to flank and cavalryattack. Column gives theOptimum movement allow-ance, but it drastically affectsthe amount of firepower a unitcan bring to bear.The tactical system makesplaying Paris in Danger almostenjoyable, but once againAvalon Hill have not takeninto account the change in TVSystems.The background colour forthe map is dark grey. On mytelevision I had to alter all thecontrols to even see the unitson the map. Once I returned tothe strategic map they all hadto be altered back.Strategy tips: the Frenchplayer must engage in battle asfrequently as possible. Hisobjective is to obtain 60 pointsby killing 45,000 alliedsoldiers.

The Allied strategy is toavoid battle at all cost and takeas many of the towns aspossible. The player shouldnever fight at odds of less thantwo to one if he can help it.Although numericallysuperior the Allied troops arenot as Nvell trained or lead asthe French troops and they willtake a hammering at odds ofless than two to one.On the tactical map the bestplan is to form your troopsinto line formation and protectthe flanks by anchoring theformation on woods or rivers.Cavalry must be used onlywhen an enemy division is introuble and it's morale is low.When this happens send in thecavalry and try to force a breakin the line. If you get through

One man's Medeais another s • •
Adventure Crypt of MedeaMicros Apple Li+ , Ile, HIFormat Disk Supplier Sir-Tech, Ogdensburg, NewYork.
STUDENTS of mythologymay remember Medea as theprincess who helped Jason inColchis, but she was a fairlynasty piece of work too. Nowyou're stuck in her crypt withdeath awaiting you at everyturn, and your task is (notsurprisingly) to escape.Crypt of Medea is a hi-res
adventure game that has you want. The inclusion ofseveral tunes and some hints and answers is a two-animation in addition to the edged sword.normal graphics and text. There is a temptation to peekIt's described as "an when stuck, but doing soadventure game for the very detracts from the feeling ofmature and strong of heart", satisfaction that comes fromprobably because the descrip- solving the puzzle. It's alsotions of many of the rooms hard not to catch a glimpse ofrefer to blood, dismembered the next hint since they are allbodies, and general gore. It's on the same page.not exactly a video nasty, In play, the game differsthough. If you've ever tried to from the usual format bydraw realistically on the displaying only the graphicsApple's hi-res screen, you'll screen until you type some-know why. t h i n g .  At this point, a full textIt is a medium-sized game screen appears, containing thewith a very linear feel to it. In description of the room, themost cases you have to solve visible objects and exits, and aone puzzle before you can prompt for your command.proceed to the next, and there The Esc key can be used tois not much scope for explor- toggle between graphics andatory roaming. In fact, when text, but no mixed mode isthe game starts you are in a used.

room with no visible exits. This Convenience controls allowisn't a problem, though, you to stay in text mode,because the manual talks you switch the sounds off, and alsothrough the first few puzzles to produce speech if 'you have aillustrate play. Mockingboard fitted.The manual contains a few Unfortunately, my SAM boardextras which make this game a isn't equivalent to a Moking-bit different. For example, a board, so I can't comment onlist of key words is given so the nature of the program'sthat you don't have difficulty spoken output.in being understood. Up to nine games can beAlthough nouns aren't saved on an initialised disk, sogiven, even a list of the there's a lot of disk-swapping,admissable verbs contain hints. particularly in the early stagesFor example, why should the where you get killed so often.program recognise uncork if Crypt of Medea is of aboutyou don't have to use it? average size and averagePersonally, we enjoy having to difficulty. It is an interestingdevelop a working relationship change to the wizards-and-with a game by exploring its magic-swords variety ofvocabulary. adventure game.Listed also but preceded by a After giving us Wizardry,warning of their presence, are Star Maze and Police Artist,hints and a list of answers to Sir-Tech have a difficult task inthe hints. ma in ta in ing  the high standard,This list of answers uses a and it would seem that they'vecoding system so that you not quite succeeded with thisdon't see more than the answer one. CM, DM



circle around and hit theenemy in the rear.Apart from the artifactingand the poor choice of mapcolour this game remains asone of the best computer wargames I have seen. It does needtwo ,players though and if thetwo of you can sit through fivehours of computer punchingall well and good.The game system is excellentand I look forward to seeingmore games of this calibre. Ican only hope that Avalon Hillwill think again about arti-facting their map displays andinclude the computer as anopponent.The game manual, by theway, is very good and includesa number of pages of historicalbackground to get you in themood-. RS •Shelley'smonsterreturns
Adventure CastleFrankenstein Micros BBC B,Electron Price £7.95 FormalCassette Supplier EpicSoftware, 10 Gladstone St,Kibworth, Beauchamp, Leics.CASTLE Frankenstein is thefirst in a series of threeadventures for the BBC fromEpic Software. They are alltext-only adventures of theclassical type.The game comes with arather poor cassette-sleeveinsert. For the seasonedadventurer the more floridand comprehensive the pack-aging the better, since it allhelps to stimulate theimagination and whet theappetite for the game proper.Instead, all you get is a foldedcard, half of which is anadvertisement for the othertwo Epic games.Once the game has loadedthings do brighten upconsiderably and the \vritersshow some ingenuity both inthe description of locationsand in setting up the inevitablepuzzles which must heovercome.You, the player, have beenchosen to solve the mysteryof Castle Frankenstein. Themonster, thought to havedied in a fire 20 years earlier,seems to have been reincar-nated and is being heldresponsible for a number ofunsolved murders in the area.

There is a vast area toexplore, with more than 200locations: in the castle ruinsand grounds, with all the usualobstacles, tunnels and secretpsssages, as well as the rathermore unusual sulphur pits andgraveyard. You travelthrough all these with theobject of finding, andnit imately destroying, t heI onster.I must admit, after severalhours sweating over thekeyboard, over many days (aSAVE facility is provided) andploughing through reams oftext, I have not yet succeededin my task.As for the mechanics of thegame: complete sentences areunderstood, although usuallyonly the first two or threeletters are required, and thevocabulary is about averageamounting to 140 words.Overall, nice game, shameabout the packaging. GM'

v$1.A7

dLa5ItejrrartketwAtin
OR •iL BBC N1Ck0

Adventure The Kingdom ofKlein Micro BBC 32K Price£7.95 Format CassetteSupplier Epic Software, 10Gladstone Street, Kib worth,Beauchamp, Leicester.THE WICKED Witch hasstolen the Magic Klein Bottlefrom its pedestal in the palace.She swore that she wouldput a hideous curse onanybody who was foolishenough to try to recover it.Your task etc.This is a fairly standard text-only adventure. The text isdisplayed in coloured lettering,yellow for the straw in thestables, blue for the lake.As I became stuck fairlyearly on in the game I decidedto cheat — not for my ownsake you understand, but foryours.

A code ofchivalryaintained
Adventure The Quest .for theHoly Grail Micro BBC BPrice £8.45 Format CassetteSupplier Epic Software, 10Gladstone Si, KibworthBeuchamp, Leics.WHAT ELSE would EpicSoftware produce butadventure games? So one.would expect that theirproducts live up to thecompany name.The cassette insert mentions'sophisticated compressiontechniques' and 'ordinaryEnglish sentences' (for input).All three of Epic's adventuresare in machine code.After the title sequence theinstructions are loaded. Fromthese you learn that to becomea fully-fledged knight of theRound Table, King Arthurinsists that you bring the HolyGrail back to Camelot.Some of the program's morecommon words are listed. It isunusual to see a separateinstructions program with anadventure, but very welcome.Following the instructionscomes the adventure. It openswith a brief summary of whatyou are supposed to be doing,in case you had forgottenduring the loading time.The first location is the topof a hill outside Camelot with a

view of the surrounding land-scape. The description for thisplace is the longest I havefound, all others being dis-appointingly short.There are about 230locations, but they certainlyare not 'fully described'. Ifound that there was a feelingof not really believing theadventure, which partly resultsfrom this lack of description.In early explorations of thesurroundings the mostcommon message given is:'You cannot go there'.Movement is restricted to thepoint of' frustration. Once youbegin map-making, however,you can start to concentrate onthe puzzles (there are plenty).Other characters are around,guarding objects and, in thecase of the various knights,drawing their swordsmenacingly.There seemed to be norandom aspect in thebehaviour of the characters,presumably due to the strongchivalric code of medievaltimes.This adventure includessome pleasing touches, such asthe odd humourous line andunexpected response. The useof colour in Teletext mode issomething more adventureprogrammers should attempt.Response times areextremely quick, and there isthe fastest save to tape ofposition I have seen. Despiteminor shortcomings this is a‘‘ell thought out and enjoyablegame. M WA witch hits the bottle
The game writer hadanticipated this move however,and the only text I could findwas a message telling me I waswasting my time trying tocheat.After much blood, sweat,toil and help from the wife Imanaged to cross the lake. Thefar side of the lake is aminefield of forest mazes anddeadly mountain paths, whichthrew me to my doom count-less times (too many for myliking).The game incorporates theusual SAVE and LOADoptions plus full sentence andabbreviated word commands.There are approximately 230locations to explore and thegame is disk compatible.The game is made difficultby the many death-dealing

traps and mazes that appear tobe inescapable.The locations are thestandard forests, mountaincaves and palaces populated byevil demons, giants andwitches. So far I have foundlittle use for the Bible which I,can neither open or seek helpfrom, although after a fewhours lost in the forest Iseriously considered prayer asthe only way out.There appears to be many•hours of puzzles andenjoyment in this game but ithas few new twists. I did gettired of being killed by the- mindless inhabitants.Perhaps fewer rooms andmore humour would have keptme more interested, still it is ona par for most adventures ofthis type. AM
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DURING THE middle 1970's a visitingfriend from the States introduced me toDungeons and Dragons. It was differentfrom anything I had played before and Ilater found out it was the first of a new type
seems to be some confusion, th at DungeonsIt should be pointed out, since there the r o l e  o f  y o u r  l i
o f e
f game, called r o l e - p l a y i n g .and Dragons is a specific game published byTSR and not a generic term for role-playing Bob Collman traces the developmentgames. There are a large number of such o f  role-playing games

systems on the market and although D and attempt to simulate. You may also get an society. Magic is present but noD is the oldest and best known, it is merely initial scenario to introduce characters to overwhelming and physical skills are veryone of the many available. this world. If you then wish to continue important. Combat is detailed, realistic,Computer adventure games are an playing the game the referee will have to fun and slow, but likely to occur far lessattempt to use a machine rather than a buy further scenarios or write his own. frequently than D and D.human as moderator. Although adventures Choosing a role-playing system is Generally, Runequest games tend toare rapidly improving, they still often have somewhat like choosing a computer, the place more emphasis on personalities andmore in common with crossword puzzles software (scenarios) may, in the long run, human interaction. The rules allow for thethan role-playing, c o s t  more than the hardware (rules) and building of balanced characters and notThe first adventures were text only and scenarios are not much more portable merely stereotypes, such as fighter anddealt with two word sentences. The latest between rule systems than programs are wizard. There are many excellentallow more complex sentences, have between computers. It, therefore, pays to campaigns and scenarios for this system.interaction between characters and include choose a system carefully. Traveller (Game Designers Workshop):moving graphics. Although good and I will briefly mention some of the role- this is currently the most popular sciencegetting better, they are still a long way from playing games on the market to give you an fiction role-playing system and makes a bitthe complexity and fun of a group of idea of the variety available. There are of an attempt to stay within the realm ofplayers and a referee. m a n y  more role-playing systems but I will hard science, although this isn't rigidlyThe idea of role-playing is to create a cover only the ones with which I have adhered to if bending the laws of physicsfictional character using random numbers experience. adds to the fun.
to determine basic human characteristics Dungeons and Dragons (TSR): The Traveller has an elaborate system of diesuch as a size, strength, intelligence and world of D and D is medieval fantasy with rolls to allow characters to receivedexterity. This character is then padded out powerful magic. The adventures are often education and training before being used inwith a suitable background and personality, the detailed exploration of dangerous and a game. I have known some people to be sogiven a name and then controlled by the booby-trapped dungeons, towers or other enamoured with developing characters forplayer who created him or her. confined areas. Characters must watch their this game that they never get around toSet of rules e v e r y  step and be on guard mentally. playing it. There are mountains of literatureThe emphasis of the game is often on pertaining to the system.A referee runs the game and plays the problem solving. The combat system is Star Frontiers (TSR): a recent entry intoparts of all non-player characters. The relatively simple and as a consequence not science fiction with more emphasis onreferee decides on the success or failure of especially realistic or challenging but at humour than fact. The rules are moreplayer actions by using die rolls, based on least does not slow up the game — magic is consistent than Traveller and probablythat particular character's abilities and more potent than brute strength anyway. more fun, but there are only a few scenariosexperience. Characters increase their skills! Because of D and D popularity there are a available so far.
through experience. h u g e  number of available scenarios catering Top Secret (TSR): this is your chance toWhen you purchase a role-playing game for a variety of tastes. be a spy. Although I like the subject theyou usually get a set of rules which govern Runequest (Avalon Hill): characters in scenarios tend to be more related tothe generation and control of characters in Runequest inhabit an Iron Age culture, commando raids than spying and the gamethe particular fantasy world the rules reminiscent of an early Mediterranean is let down by the inconsistency of the >30 Micro Adventurer March 1984
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••••• •RICHARD SHEPHERD S • FT WARE
ELM HOUSE, 23-25 ELMSHOTT LANE, CIPPENHAMF SLOUGH, BERKS.

CREDIT CARD HOTLINE 06286 63531

Intriguing split scregraphic and text adventfor the 48K Spectrum

Invincible island by Peter Cooke
Exhaust your ingenuity in the quest to find The SevenParchments of Xaro and their meaning! Will they leadyou to undreamt of treasures or eternal doom?Explore the mysteries of the stockade and puzzlewithin the Pagodal A spectacular split screen graphicand text adventure to braintease you for weeks!Adventurous graphics for every location. Saveroutine. E.6.50.

,1 ICHARD SHEPHERD,;OFTWARE

SELECTED TITLES AVAILABLE FROM

•
II

41A111
AA spectacular 3-11maz4n1 II IIadventure for the48K Spectrum and Dragon 32

RICHARD SHEPHERD
SOFTWARE

Ivanian TovJ ?Jr
A spine chilling adventure enter via the dungeonsnavigate your way through 500 3-D roomssurvive the swooping vampire bats reach theterrifying top confront and kill Count Kreepietridding the world of this Transylvanian Terror.Can you survive the Top of the Tower? E6.50.

W.H. SMITH, JOHN MENZIES, BOOTSAND ALL LEADING COMPUTER STORES
t•ENTURES INTO IMA\GINAT

RICHARD SHEPHERD
SOFTWARE RICHARD SHEPHERD

SOFTWARE

NEW DEALERS WELCOME — RING (06286) 63531 FOR DETAILS
IAll programs are sold subject to the condition that they may not, by way of trade or Otherwise. be lent. hired mit, resold or otherwise circulated kAnthout the written permission or Richard Shepherd I



CHANNEL 8 SOFTWARE LTD. 51 FISHERGATE PRESTON LANCASHIRE PRI 8BHTELEPHONE: (0772) 53057TEN GRAPHIC ADVENTURES PLUSTWO ARCADE GAMES FOR THE 64ALL AT £9.95 EACH INC VAT

VENTURE INTOSORCERY & EVILMAGIC TORECOVER THEGOLDEN BATON

CHArlflatito:OFTLIAIIC

LEFT ALONE ON A OUT OF PETROLSPACE FREIGHTER ON A LONELYWITH ONLY AN ROAD YOU SEEKESCAPED HELP FROM THEMONSTER FOR NEARBY CIRCUSCOMPANY BUT THIS IS NOORDINARYCIRCUS

THE BATON HAS THIS SEDUAL TOBEEN TARNISHED PT1 CAN BETRACE & DESTROY PLAYED AS ATHE SOURCE OF STAND ALONETHIS EVIL SCENARIO

FAST ACTION 3D MACHINE CODE SPACESHOOT-OUT WITH SCROLLING IN ALLDIRECTIONS TRY TO SURVIVE THEWAVES OF ALIENS ZOOMING IN FROMTHE DISTANT MOUNTAINS

IF YOU CANRESCUE THEKINGS DAUGHTERFROM THE EVILWIZARD, FORTUNEWILL BE YOURS..FAIL AND YOU DIE

WHAT IS THE YOU ARE CHOSENSECRET OF THE BY A RACE OFSTRANGE SUPER INTELLI-MACHINE IN THE GENT BEINGS TODESERTED HOUSE SAVE THEIR DYINGON THE MOORS RACE

BATTLE WITHMONSTERS ANDSUPERNATURALPOWERS IN THISCLASSICADVENTURE

A TRAIN JOURNEYTO A STRANGEMANSION. WHATSECRETS DO THETEN IDOLS HOLDIF YOU LIVE LONGENOUGH YOU MAYFIND OUT

WITH 4 SCENES AND 3 LEVELS OFDIFFICULTY THIS IS THE BEST VERSIONOF THIS CLASSIC GAME. SEE IF YOU CANEARN YOUR WINES OR WILL YOU END UPSHIPS COOK
ALL THE ABOVE ARE AVAILABLE ON CASSETTE IN SUPERBPACKAGING FROM MOST LEADING STOCKISTS OR DIRECTFROM

CHANNEL 8 SOFTWARE LTD (DEPT MA) 51 FISHERGATEPRESTON LANCS PHONE 07172 53057 24 HOUR ANSWER SERVICE



< rules. There are rules for everything andalthough most of them work, they aredifficult to remember and slow down thegame.Call of Cthulhu (Chaosium): the mostdifficult thing about this one ispronouncing the name (which I believe isCuh-thoo-loo). It takes place in the 1920sand the characters become involved ininvestigating mysteries, usually involvingthe occult.The rules are excellent and characterstravel the world slowly (it's 1922) trackingdown men who are using magic to harnessalien forces for their own ends.Characters must use their wits andinvestigative skills to stop the culpritsbefore they become too powerful tocombat. Player characters can be anythingthe referee allows but a few favourites arereporter,. private investigator, universityprofessor, dilettante.I find it refreshing to play a normalperson rather than a sword-wieldingbarbarian. Call of Cthulhu is based on the
5 REM Demon • c 4 N L I 1 O N10 REM Ely fft20 MODE 7

40 X=RNDf-TIME)tPEN 'PRANDOMJ-ZE>50 REPEAT
60 PRINTIAR(0,10)"I. Example one - die-rolling routine."70 PRINLIA8(0,12)"2. Example two - Character Generator."RO PRINT1A8(5.14)"Your choice (I or 2)2"90 REPEAlichoice=8ET-48:1INFILchoice.,1 OR choice=2100 IFchoire=1 PROCrollrout)ue ELSE PROCcreate110 UNTIL FALSE120

130 DEF PROCrollroutine140 REPEAT1CL9
PRINITAB(14,2)•Dice Routine"
!NPUTTAR(0,8)"How many dice2"TAD(25/number170 INPUT1AB(0,10)"How many siden per die2"1AD(25)sides

180 REM Note in line below that a function can be printed as i f  a190 PRINTTAB(0.12)"The total is:";TAB(.25):ENroll(number.sides.0).!00 INPUT1A8(0,27.)"Press RETURN to continue"d210 UNTIL FALSE220 ENDPROC
T."

J60

Le .wo usen of a dio-rollinq• ol o

writings of H P Lovecraft who has beendescribed as a cross between Edgar AllenPoe and Arthur Conan Doyle. There arealready at least five excellent scenariobooklets for this system.Easy to write
Once a role-playing system has beenchosen computers can be of assistancebefore and during the game. Computerssmall enough to share a table with severalplayers will likely become increasinglyimportant during games. For example, theaccompanying program contains a die-.rolling routine that would allow the refereeto dispense with dice. For those of us withlarge computers, generating new charactersfor a forthcoming game can be quite useful— the program also gives a glimpse of theease of writing this type of game.You might enjoy writing your ownassistance programs and they are certainlymuch easier for a beginner than writing anadventure. The examples both demonstratethe use of a function in BBC BASIC

variable

(FNroll) to give any die roll called for in arole-playing game, including additions orsubtractions.
Role-playing games often use a variety ofdice to generate exactly the odds thedesigner wished to produce. 20- 10-, eight-,six- and four-sided dice are commonlyused. The rules usually refer to the numberof sides of the dice you are to throw andhow many. This abbreviated by giving thenumber of dice followed by D (for dice)and the number of sides. For example,throwing two, six-sided dice (as in craps)would be abbreviated as 2D6.In many BASICs this would be writtenRND(6) + RND(6). Sometimes, there is anaddition or subtraction to the dice roll,such as 3D8 + 4. In BASIC this would beRND(8)+ RND(8)+ RND(8) + 4. FNroll(line 390 in the example) can be added toany BBC BASIC program to handle alldice rolls. One dice-rolling routine, calledwhenever needed, can save lots ofduplication, especially for character-generator programs.

240 DEE PROCrreate250 REPFAE1RESTORE
260 CL91PRINITAR(12.2/"Runeques! Dwarf"270 FORindexft1T07
280 READcharacteristicS,dice,sides.adds
290 RRINTTAB(5,index+5>characterlsticS;ThE4(20);ENroll(dice.sides.adds)300 NEXT
310 INRUTIAB(0.23,"press RETURN to continue"d320 UNFILFALSE370 ENDRROC.
140 REM Data +or a Runequest dwarf
- '1 DATA Sfrenoth,4,6,0,Constitution,2,6,6.Size,2,6.0.1ntelliqence.-3,6,0,F•ower.,,t,,O,Dexterity.3.6,0,Charisma53,6,0360
370 REM *******************************380
390 REM GENERAL DIE-ROLLING ROUTINE
40• DEE FNroll(number_of_dice.number of sides.adjustmentsl410 total-,--0
420 FORrolls,,ITOnember of di-e430 totalmtotal+RNDInumber of nides/440 NEXT
450 -1' 1Afadjustmentc

The best books for theSUNSHINE Micro Adventurer
pe010(1‘
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Commodore 64Adventures
A blueprint for the construction and /
playing of Adventure programsbased on a full text Adventure.ISBN: 0 946408 11 4

Spectrum Adventures
A major work by Tony Bridge andRoy Carnell which details the growthand development of Adventuregaming and then presents a fullgraphic Adventure game called'The Eye of the Star Warrior'ISBN: 0 946408 07 6

co re 64ures
•

.-•....• .„

Look out for the Sunshine range in W.H. Smith's,Boots, John Menzies, other leading retail chainsand through our national network of bookshops andspecialist stores.Dealer enquiries: 01-437 4343•
Please send meSpectrum Adventuresat E5.95 each1
Name
Address
Signature

PUBLISI-kED JANUAR( 1984

A t a r i  AdventA guide to playing and vgriting your ownadventures by -Tony Bridge & Roy Cornell

Commodore 64 Adventuresat E5.95 each
I enclose cheque/postal order for E madepayable to: Sunshine Books: 12/13 Little Newport St.,London WC2R 3LD

We can normally deliver in 4/5 days. I
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1."ADVENTURES INTO' IMAGINATION"

An adventurous escapefrom 20th Century Suburbiawith over 90 graphic locations.

Your Quest: To escape from ScarthorpelScarthorpe is the sort of town where even the dogs carry flick knives! Where there's only one road in, andthat's a one way street! The sort of town where rebuilding means a new coat of paint, and where peoplequeue up to queue up for a job! Not many people come to Scarthorpe, and even fewer leave. The churchbells chime three in the morning the streets are deserted now is your chance to Escapefrom Scarthorpe! 48k Spectrum E.6.50
-

•

Tan Lls.)1Jl 'Aintkl 1mkr4rttra44RICHARD-- HEPHEERD
ELM HOUSE, 23-25 ELMSHOTT LANE, CIPPENHAM, SLOUGH. BERKS.

All programs are sold subject to the corKhtion mat they may not, by way of trade or otherwise, be lent, hired out, resold or otherwise circulated without the Written pemlission or Richard She nerd
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/COMPANY GAME PRICEMICRO
Abacus716 Llangyfelech RdInto the Labyrinth£5.99Dragon 32,Vic 20Treboech Domain £4.95SpectrumSwanseaAbbex Faust's Folly £5.95SpectrumTavistock House34-36 Bromham RdBedfordAbersoft Adventure I E.5.95ZX817 Macs Alalien Adventure I E6.95Spectrum 48KBow StDyfedAbraco Pirate (8.50 Dragon 32The Grange BarnPike's EndEastcoteMiddxAcornsoft Philosopher's Quest£9.95BBC B4A Market Hill Castle of Riddles£9.95BBC B(7ambridge Sphinx Adventure£9.95BBC BCountdown to Doom£9.95BBC BKingdom of Ham II£9.95BBC BAddictive GamesFootball Manager€5.95ZX8IAlbert House Football Manager£6.95Spectrum 48KAlbert RdBournemout hAdventure InternationalScott Adams £16.99Atari F. (only thec/o Calisto ComputersAdvent tires: each onfirst two119 John Bright StAdvent ureland, Piratecas- adventures areBirmingham Adventure, Missionsette, on (1isk)Impossible, Voodoo(28.95Castle, The Count,Strange Odyssey,Mystery Fun House,Pyramid of Doom,Ghost TOIATI, Savage

on disk

Island Parts I and II,Golden VoyageGalactic Empire04.95Atari EGalactic Trader £14.50Atari ETreasure Quest£10.95Atari ETriad €25.49Atari ECurse of CrowleyC17.95Atari F.ManorAS& Software •Death Satellite E6.90Atom, One830 Hyde RoadZodiac C6.90Atom, OneManchester Pharaoh's Tomb0.99 BBCTower Of Altos E6.90BBCDeadwood €6.90Dragon 32Algray SoftwareFortress of Evil .0.95 Colour GenieAhed House Labyrinth of FearC8.95Colour GenieDewsbury Rd Double Agent E12.95Colour GenieOssettWakefield
Amazing GamesThe Last Jedi £4.00Spectrum 48K39 Maple Drive Dragon £4.00Spectrum 48KBurgess Hill Kane £4.00Spectrum 48KWest Sussex
Analog Softwarec/o Mapsoft Analog Adventure£16.95Atari E + drives
Unit AOak Rd SouthHadleighBen fleetEssexAnirog ComputersDracula E.5.95Vic 20 E8 The High St Pharaoh's Tomb£5.95• Vic 20 F

RoM

The most complete listing available ofadventures, war games and real-life simulationsnew entries should be sent toAdventure File, Micro Adventurer,12-13 Little Newport St, London WC2R 3LD

/COMPANY
Anirog (contd)Honey SurreyArtieMain Silirandesburt onDri ffieldYorks

Assassin Software10 Ash RdLeeds 6AtariAtari HouseRailway TerraceSloughBerksAudiogenicPO Box 88ReadingBerksAutomata27 Highland RdPortsmouthHantsAvalon Hill650 High RdLondon N12

Hamby SoftwareLeverburghIsle of Harris

Bug-Byte SoftwareMulberry House

GAME
Zok's KingdomThe DungeonPlanet of Death
Inca Curse
Ship of Doom
Espionage Island
Golden AppleUsurperKrago Castle
Energy CzarKingdomET

Tomb of DrewanBossGrand Master
Pimania

Grouch()RI Bomber

LegionnaireVC

Nukewar

North AtlanticConvoy Raider
Midway Campaign
Tanktics

Dnieper River I ,ine
Close Assault

Paris in DanagerTelengard

GIT'S Sorceress

Empire Of Overmind

Lords of Karma.
Fredericksburg
Tactical ArmourCommandGalaxyVoyager 1

Andromeda ConquestControllerPlanet MinersScramGolden ApplesPlanetary TraderSurpriseAlien OdysseyScanner 13Mystery Manor -Alone at SeaNodrug's QuestUndergroundAdvent tireThe CastleDictator

PRICE MICRO
£5.95(5.95E5.95£6.95f5.95£6.95£5.95£6.95€5.95€6.95E6.95€6.00f6.00
£14.99£14.99(29.99

Vic 20 EVic 20 ESpectrum 48K,CBM 64Spectrum 48K,CBM 64Spectrum 48K,CBM 64Spectrum 48K,CBM 64Spectrum 481<SpectrumSpectrum
AtariAtari EAtari

€12.95 Vic 20 Ef.14 .95 Vic 20 Ef 17.95 Vic 20 E.,CBM 641;10.00 Spectrum 481<,ZX8I, BBC B,Dragon 32[10.00 Spectrum 481<£11.95 Atari, TRS80and III. ('BM 64,Pei
£25.95 Atari, Apple IIE14.95 Atari E, Apple 11+ drives, TRS80I and 11Ell .95 Atari, Apple1R580 I and 111.CBM 64, PetC11.95 Atari, Apple 11,TRS80 I and 111,CBM 64€11.95 Atari E, Apple11, 1RS80 I andIll,  CHM 64, Pc1(17.45 Atari E, Apple11, 1RS80 I and111, Pet€18.95 Atari E, AppleII, TRS80 I and111, Pet(21.95 Atari E, Apple1'RS80 I andIllE25.95 Atari + drives£17.45 Atari E, Apple 11+ drives, TRS801 and III, CHM64, PeiE21.95 Atari F. AppleTRS80 I and111
€21.95 Atari E, AppleIRS80 I and111
E14.95 Atari E, Apple11, TRS80 I and111E25.95 IRS80 I and 111+ drkes€28.95 Apple II +drivesE14.95 Atari EE14.95 Atari E,Commodore Pet,IBM PCE13.45 Atari€18.95 Atari€11.96 Atari E€19.99 AtariE5.95 Dragon 32(5.95 IN-agon 321;8.95 Dragon 32€9.95 Dragon 32£8.45 Dragon 32€.6.50 Spectrum 481<£6.50 TI99/4AE8.45 T199/4A€8.45 TI99/4A
€6.95f9.00 Spectrum, OneZX8I /
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/COMPANY
< Bug-Byte (Contd)Canning PlaceLiverpool
Buntasort149 Monks WalkBuntingfordHensCarnell SoftwareNon h \VeylandsIndustrial EstateMosley RdHershamSurreyCCS
14 Langton WayI.ondon SE3

•

Chalksoft37 Willowslea RdNorthwickWorcesterChameleon SoIR%areo Calisto Computers119 John Bright StBirminghamChannel 851 FishergatePrestonLaneashire

Commodore675 Ajax AvenueSloughBerks

Compusense.2861) Green LanesPO Box 169Palmers Greenl_ondon N13Computer Rentals140 Whitechapel Rd1,ondon El

Cosmic/o CentreSolt HouseUnit 16Bloomfield RdTiptonWest MidlandsCP Software17 Orchard 1,anePrestwoodBucks
Crystal Computing2 Ashton Way

GAME
DragonquestDamsel and the Beast•AdventureOld Father TimeKraal's Kingdom

Volcanic Dungeon
Black CrystalWumpus AdventureThe Crypt
Corn CropperCorn Cropper
Auto ChefPrint ShopAirline
AirlineDallas
DallasCamelot
Smuggler
Plunder
British Lowland
Byte
Gangsters
Abyss
Inkosi

Stone of Sisyphus

The Golden BatonThe Time MachineArrow of Death 1Arrow of Death 2Escape from Pulsar 7Circus
Feasibility ExperimentThe Wizard AkyrzPerseus andAndromedaTen Little IndiansAdvent urelandThe CountMission ImpossiblePirate CoveVoodoo CastleStrategic AdvanceHigh Flyer
Pirates Ahoy

RescueKeys of RothStargazer's SecretsWoods of Winter•The IncredibleAdvent ureForbidden Forest

Colossal CavesGolfing World

Dungeon MasterHalls of the Things
36 Micro Adventurer March 1984

PRICE MICRO
1_11.50 BBC(6.50 ZX8115.95 7,X81129.50 BBC B£4.95 Vic 20 F

£5.00
(7.50125.00(4.95
L5.00 ZX81, SpectrunE6.00 Spectrum 48K,BBC0.00 Spectrum 48K(6.00 Spectrum 48K.0.00 Laser, Spectrum48K(6.95 OricC5.00 Laser, Spectrum
(6.95(5.00
(5.00

(5.00
125.00
(50)

£6.95

(27.99 Atari plus drives

129.95(9.95129.95129.95,(9.95(9.95129.95£9.95E9.95
(9.95(9.99(9.99(9.99(9.99£9.99(4.99(14.95
(7.95

£5.95£6.95(5.95(5.95(5.95
(9.95 (.'BM 64

126.95.C5.95

127.50(7.50

ZX81, Spectrum,Dragon 32ZX81, SpectrumZX81Spectrum 481‘

I313(•OricSpectrum, ZX81,LaserSpectrum, ZX81,LaserSpectrum, ZX81.I,aserSpectrum, ZX8I,LaserSpectrum, ZX81LaserSpectrum, ZX81,I.aserSpectrum, ZX81LaserBBC, Spectrum,Vic 20

Atari E, ('BM 64Atari E, CBM 64Atari E., ('BM 64Atari F. CBM 64Atari E, CBM 64Atari E, CBM 64Atari E, CBM 64Atari E, CBM 64Atari E, CHM 64
Atari E, CBM 64Vic 20Vic 20Vic 20Vic 20Vic 20Vic 20 E.CB• 64 +drivesDragon 32

Spectrum 48KDragon 32Spectrum 48KSpectrum 48KSpectrum 48K

Spectrum 48KSpectrum 48K

Spectrum 48KSpectrum 48K

Station CrescenBlackheathLondonDatasoftc/o CentreSoftBloomfield RdTiptonWest MidlandsDigital Fantasia24 Norbreck Rd
BlackpoolI ,ancs

House

•

Crystal Computing (Contd)Fast Herrington Merchant of VenusSunderland The Island
Crystal Computing Invasion of the Bodyc/o Soft Machine Snatchers

TronicsUnit 6Shire HillIndustrial EstateSaffron WaldenEssex
Doric Computer Services Oracles3 The OasisGlenfield
Leicester LE3 8Q5Dragon DataKen Fig IndustrialEstateMargamIt TalbotWest Glamorgan

Dungeon SoftwareMilton HouseSt John StAshbourneDerbyshireEducational Softwarec/o MapsoftUnit AOak Rd SouthHad leighBen fleetEssex
Eighth Day Software18 FlaxhillMoretonWirralMerseyside
English Softwarec/o CentreSoft HouseUnit 16Bloomfield RdTiptonWest MidlandsEpic Software10 Gladstone StKibworthBeauchampLeicester
Epyxc/o CentreSoft HouseUnit 16Bloomfield RdTiptonWest [Midlands

O'Riley's Mine

The Wizard of Akyrz
Perseus and•AndromedaTen Little Indians
Arrow of Death I
Arrow of Death 2
The Golden Baton
Time Machine
Circus

Escape from Pulsar 7
DictatorDictator

Dark Lore

Cave

Calisto IslandDragon MountainMadness and theMinotaurQuestBlack SanctumEl DiableroMansion of DoomPoseidon AdventureFinal CountdownStalag/EnoThe crystal Chalice ofQuorumThe Temple of ZorenTreasure TombeGiant's Castle •The Adventures ofProto

Escape from Perilous

Castle FrankensteinThe Quest for theHoly GrailThe Kingdom of Klein
Temple of ApshaiUpper Reaches of aApshaiCurse of Ra
Crush Crumble ChompGateway to Apshai
Sword ol Fargoal

PRICE MICRO
(5.50 ZX8I0.50 ZX81127.50

01.95 Atari

(9.95
129.95
E9.95
(9.95
£9.95
(9.95
f 9.95
(9.95

Feasibility Experiment 129.95
(9.95
125.95£6.95

£7.95 Spectrum 48K

0.95£7.95(7.95
127.95(7.95(7.95(7.95£7.95(7.95(7.95£7.95
£7.95E7.95(5.95C17.95

£6.95 Spectrum 48K

(14.95 Atari

£7.95 BBC B, Electron0.95 BBC B, Electron
£7.95 BBC B, Electron
£27.95 CBM 64 Atari1215.95 CBM M. Atari
(15.95(21.95C27.95
£21.95

BBC B,Spectrum 48KBBC B,Spectrum 48KBBC B,Spectrum 481<BBC, Spectrum48KBBC, Spectrum48KBBC, Spectrum48K
BBC, Spectrum48KBBC B,Spectrum 48KBBC B,Spectrum 481<BBC 13,Spectrum 481<Spectrum 481<BBC B

Dragon 3-2Dragon 3.2Dragon 32
Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32.Dragon 32
Dragon 32Dragon 32Dragon 32Atari + drives

('BM 64, Atari('BM 64, AtariCBM 64,T199/4ACBM 64



48K SpectrumYou must set out on a quest'Golden Apple'. On your journeywill pass through mansions, traveoverseas and onto an island, huntyour treasure.

16/48K ZX/Spectrum16K ZX81You find yourselfstranded on a strangealien planet. Your aimis to escape by findingyour captured spacecraft. But beware of thelittle green man whomay get to you!

ANOTHERADVEMGAME FORTHE 43KSPECTRUM

TURES A, B,C

48K Spectrum16K ZX81You are in the middle ofa South Americanjungle when youstumble across astrange Inca temple.Enter it to collecttreasure and then try toreturn. But bewaredon't let greed be yourdownfall.
WARNING: These programs are sold according to ARTIC COMPUTINGLTD's terms of trade and conditions of sale. Copies of whichare availabe on request.

ANOTHER GREATADVENTUREGAME FOR

48K Spectrum16K ZX81While on areconnaisancemission you are drawnto an alien cruiser on ahumanoid slavemission. Try to escapefrom aggressivealiens, lusciousandroids and drunkenbarmen. Your only helpis Fred the friendlyandroid.

48K Spectrum16K ZX81You have to survive anengine failure whileflying over an apparentlyuninhabitated island inthe South Atlantic. Useyour wits to harass theenemy, but treat thebeautiful native womenwith respect, to escapefrom the island andreturn to an allies •aircraft carrier.

es and P.O.'s madele to Artic Computing Ltd.r enquiries welcome.e state whether your order isX81 or SPECTRUM.ess and Barclaycarde come.
Send-S.A.E. (9 in x 6 in) for FREEcatalogue of our wide rangeof programs

A THER GREATDV TUBEME FORTH 6KZXS1 Accest;

ARTIC COMPUTING LTD.Main Street, Brandesburton,Driffield Y025 8RG•
Please rush me:
*Adventure A El Bf I cfl DH E
*for my ZX81 £5.95 /SPECTRUM E6.95
I enclose a cheque for Eor debit my Barclaycard/Access account1
NAME
ADDRESS

,*Tick. delete or complete as applicable.



Doric Computer. Services
Present AN AMAZING NEWADVENTURE GAI•E

WITH ANILfATEDGRAPHICS'FUTURING:-
• A completely new cave layout,monster position and eventsequence generated for everygame.

limit of 5 'days' onadventure.
• Continuously displayed highresolution graphics and text.
• All monsters, articles andlocations• depicted to a level ofdetail that pushes SPECTRUMgraphics to the limit.
"The closest yet to a trueanimated graphic adventure...0...excellent value for money."POPULAR COMPUTING WEEKLY.

Lfl

FOR THE48K SPECTR
-

'Superb,bigh resolution with smooth scrolling with the nights 'drawing inthis pri:Lam should give you plenty to think about' Micro Adventure Dec 83tt&Itaphics are smooth. startling and exciting. They show the way for thedevelopment of the graphics adventure in the next year' Sinclair User Annual'Each quest is selected by you at the beginning of the game and you will have fi egame days in which to complete it. The time factor is exceptional in adventuregames' Sinclair User Dec 83

Q) 4\,s\Q1\ (04:Zo ,„ <,<<>N\• 4,4q' ,c((r\/4/sbGc,<<c/b\S/Z<< /c>0 oft •s,(</ c)('' Cs•'<<> ,c,• 4q(?'ecbt,
400' r5 \/ ( 2 ) —\>s \ ? : p q  \•k'q 6-)



COMPANYGAME PRICE MICRO
<Epyxc/o MapsoftUnit AOak Rd SouthHadleighBenfleetEssex

ExodusPenrice DriveTividaleWarleyWest MidlandsFBC Systems Ltd10 CastlefieldsMain CentreDerbyFelix Software19 Leighton AvePinnerMiddlesexGebellic/o MapsoftOak Rd SouthHadleighBen fleetEssexGemtime16 Ben Ledi RdKirkcaldyGlisoft30 Hawthorn RdBarrySouth GlamorganWalesGoIem77 QualitasBracknellBerks
Flewson Consultants60A St Mary's StWallingfordOxon
Impaet Software70 Redford AvenueEdinburgh

Incentive Software Ltd54 London StReading
Infocomc/o SoftselCentral WayFelt hamMiddx
Infocomc/o CentreSoft HouseUnit 16Bloomfield RdTiptonWest Midlands
Intrigue SoftwareCranbrook RdTenterdenKent

JRS Software19 Wayside AveWorthingSussex

Datestones of RynInvasion OrionRescue at RigelStar WarriorCrush, Crumble andChompTemple of ApshaiUpper Reaches ofApshai 2Curse of Ra 3Crypt of the UndeadDragon's EyeKing Arthur's HeirThe NightmareHellfire WarriorDanger in Drindisti 2The Keys of AcheronMonster MazeEscape Vulcan's IslePyramidEspionage

Star TraderStar-Force LanderValley of the PharoahsSpace Adventure OneTomb of DraculaTomb of Dracula

Dr Goodcode's Tavern 01.95 Atari E + drives

Murder at the Manor

Tasks/Time-lineMagic CastleDiamond TrailThe Quill
Katakombs

Heathrow: ATCNightfliteDragonflyQuest AdventureOrb

The Quest
3D Maze
Mountains of Ket1984
Zork I, 11 and 111

DeadlineStarcrossSuspendedWitnessPlanet fallCastle Colditz
Adventuremania
Mania
Santa & the GoblinsTransylvaniaCorridors of Time
Lost IslandBattleships

£13.80£17.25£20.75f27•45/20.75
£27.45 Atari E(13.80 Atari E
f13.80£20.75£20.75(20.75f20•75£27.45f13•803 £13.801'27.45£20.75f4•95£4.95

0.99£6.950.99£7.99(4.95£3.95

(6.95

£4.95£4.95£4.95(14.95
£8.00

127•95£5.95£6.95£5.95

Atari E2, Vic 20Atari E, Vic 20Atari EAtari EAtari E

Atari EAtari E + drivesAtari E + drivesAtari EAtari E + drivesAtari EAtari EAtari EAtari E, Vic 20Atari E + drivesDragon 32Dragon 32

BBC B, ElectronBBC BBBC B, ElectronBBC B, ElectronSpectrum 48KZX81

Spectrum 48K

Spect ru inSpectrum 48KSpectrum 48KSpectrum 48K
BBC B

SpectrumSpectrumDragon 32Spectrum 48K
/5.00 Dragon 32,Vic 20 E,Spectrum 48K0.00 Dragon 32,Spectrum 48K£5.00 Dragon 32,Spectrum 48K
£5.50 Spectrum 48Kf5•50 Spectrum 48K,BBC B
£28.75 Apple, Atari,each CBM 64,IBM PC, T1Professional,CP/M systems(all plus drives)
137•95 Atari E + drivesf37•95 Atari + drivesf.37•95 Atari E + drives07.95 Atari E + drivesAtari ESpectrum 48K
£5.95 TI-99/4A,Spectrum 48K£5.95 TI-99/4A,Spectrum 48K0.95 TI-99/4A£5.95 TI-99/4A0.95 TI-99/4A,Spectrum 48K
£3.95 ZX81£3.95 ZX81

COMPANYGAME PRICE MICRO‘ Softwarec/o MapsoftUnit AOak Rd SouthHadleighBen fleetEssexKenema Associates1 Marlborough DriveWorleAvonKew Enterprises14 Fairway AveManchesterLantern Software4 Haffenden RdTenterdenKent
LegendI Milton RdCambridgeLevel 9 Computing229 Hughenden RoadHigh WycombeBucks

MC Lothlorien4 Granby RdCheadle HulmeCheadleCheshire

Martech Games9 Dillingburgh RdEastbourneSussex

Martechc/o Soft MachineStation CrescentBlackheathLondonMelbourne House131 Trafalgar RdLondon SEIO

Microdeal41 Truro RdSt AustellCornwall

Mikro-Gen24 Agar CrescentBracknellBerks

Journey to the Planets 1220.45 Atari EGreen Ring 0.00 Spectrum

Hell's Temple

Secret Mission

Troll KingThe Black Tower

Valhalla

Colossal Adventure

Adventure Quest

Dungeon Adventure

Snowball

Samurai WarriorSamurai WarriorPeloponnesian WarJohnny RebPrivateer
ParasRoman EmpireRoman Empire
Roman EmpireTyrant of AthensTyrant of AthensWarlordWarlord
WarlordRoman EmpireBedlamConfrontationDreadnaughtsRed BaronBattle Zone 2000Galaxy ConflictGalaxy Conflict
ConflictConflict

Quest of Merravid

The Hobbit

The Wizard and thePrincessPhantom SlayerMansion Adventure ISpace MonopolyKeys of the WizardJerusalem AdventureWilliamsburg BoulevardUltimate AdventureEscapeSorcerer's CastleMad MarthaMines of Saturn/Return to Earth

£12.00 Oric 48K

£5.00 Vic 20 E
£5.95£5.95

1214.95 Spectrum 48K

0.90 CBM 64, Atari,Oric, Lynx,BBC, Spectrum,Nascom129.90 CBM 64, Atari,Oric, Lynx,BBC, Spectrum,Nascom(9.90 CBM 64, Atari,Oric, Lynx,BBC, Spectrum,Nascom£9.95 CBM 64, Atari,Oric, Lynx,BBC, Spectrum48K£4.50 ZX81£6.95 Dragon 32124.50 ZN81£5.50 Spectrum 48K£4.50 ZX81, Spectrum48K£6.95 BBC B£4.50 ZX81f6•95 BBC B,Dragon 32£12.50 Atari E£4.50 ZX81f6•95 Dragon 32£5.50 Spectrum 48K£6.95 Uric 48K,Dragon 32£4.50 ZX81125.50 Spectrum 48K£5.95 Spectrum 48K0.95 Spectrum 48K125.95 Spectrum 48Kf5•95 Spectrum 48K£6.95 BBC£11.95 ZX81, Spectrum£14.75 BBC B, Dragon.32, CBM 64,Atari E£11.95 ZX81, Spectrumf14•75 BBC B, Dragon32, CBM 64,Atari E£7.95 CBM 64, Vic 20

£14.95
0.95
£8.00£8.00£8.00£8.00£8.00£8.00f8•00£8.00f5•50f5•50f5•95

TI 99/4aTI 99/4a

Spectrum 48K,CBM 64, BBC,OricVic 20
Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32Dragon 32SpectrumSpectrum$pectru
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CASTLE BLACKSTAR FEATURES
-fast machine code based program-save game and restart facilities-large vocabulary-over 200 seperate locations-sophisticated data compression to make full use of r -the Spectrum memory- full of tricks, traps and puzzlesWILL YOU BE ABLE TO-steal from the witch?'-cross the lake?-leave the chapel alive?-fly?
PERHAPS YOU MAY LIVE TO ATTAIN YOUR GOAL

YOU WILL NOT BE DISAPPOINTED BY THE ARTEMISQUESTS

40 Micro Adventurer March 1984

SCR ADVENTURES
presentCASTLE BLACK S TAR

A medieval fantasy for the Spectrum 48K.The first of the ARTEMIS quests.
SCR Adventures has been set up to supply high quality adven-ture programs to the personal computer market. Written bydedicated adventure players they aim to provide a real challengeto the expert whilst still rewarding the efforts of the novice.

Alliwnmmmsgdnounnolamnowit0000.'

yea, AIMMEMIr

THE QUILL  is a major new utility written in machine code which allows even thenovice programmer to produce high-speed machine code adventures of superiorquality to many available at the moment without any knowledge of machine codewhatsoever.
Using a menu selection system you may create well over zoo locations, describethem and connect routes between them. You may then fill them with objects andproblems of your choice. Having tested your adventure you may alter and experi-ment with any section with the greatest of ease A part formed adventure may besaved to tape for later completion. When you have done so THE QUILL will allow.you to produce a copy of your adventure which will run independently of the main()LILL editor, so that you may give copies away to your friends.THE QUILL is provided with a detailed tutorial manual which covers every aspect ofits use in writing adventures. It is impossible to describe all the features of thisamazing program in such a small space so we have produced a demonstration cassettewhich gives further information and an example of its use.This demo-cassette is available at E2.00. and THE QUILL itself at E14.95.

Write your own ma dim code adventures
Witliout any knowledge of macAine code Whatsoever

CASTLE BLAC KSTARPlease send me copies of CastleBlackstar at 28.95 eachMake cheques/P.O's payable toSCR Adventures.
NAME
ADDRESS

Send this coupon to: —Dept MA3,SCR Adventures,190, Shelbourne Rd.,Tottenham,London, N17 9YB.

DEALER ENQUIRIESWELCOME!

FOR THE 48K SPECTRUM AT £14.95
Our Software is now available from many computer shopsnationwide, or direct fronz us by post or telephone.

GILSOFT
30 Hawthorn RoadBarrySouth GlamorganCF6 8LEtr(0222) 41361 x 430

SAE for full details of our range.
Dealer enquires welcome.

TELEPHONE YOUR ORDERWITH
Access

Alak
BARU AYCARD

VISA



Molimer(1 Buckhurst RdTown Hall SquareBexhill-on-SeaEast Sussex

Oil Recovery £5.95 Dragon 32,Video Genie,TRS80 I and IIIProgram Power- Adventure 0.95 BBC8/8A Regent St Eldorado Gold 0.95 BBC BChapel Allerton Labyrinths of La.0.95 BBC BLeeds CosheSeek .0.95 BBCAdventure 0.95 BBCCaveman Adventure0.95 BBCProtekc/o Soft MachineAirliner E9.95Spectrum 48K
Station CrescentBlackheathLondonPs ion Flight Simulation£7.95Spectrum 48K2 Huntsworth MewsGloucester PlaceLondon NW IQuality Softwarec/o CentreSoft HouseAli Baba £24.95Atari E + drives
Unit 16Bloomfield RdTiptonWest MidlandsQuicksilva Trader 0.95 ZX8I, SpectrumPalmerston Park HouseTrader £14.95Vic 2013 Palmerston RdPioneer Trail 0.95 ZX8 ISouthampton Ocean Trader £3.95ZX8IHampshire Smuggler's Cove0.95 Spectrum 48KVelnor's Lair 0.95 Spectrum48KXadom 0.95 Spectrum 48KRing of Power £9.95CBM 64Red ShiftI2C Manor RoadApocalypse £9.95Spectrum 48K,BBC BLondon N16 Apocalypse Expansion:£4.95Spectrum 48KMapsApocalypse Expansion:£4.95Spectrum 48KAncient ScenariosApocalypse Expansion:£4.95Spectrum 48KModern ScenariosRed Shiftc/o Soft MachineApocalypse £9.95BBC
Station CrescentBlackheathLondon
Richard ShepherdSoftwareElm House

Super Spy 0.50 Spectrum 48K,CMB 64,Dragon 3223-25 Elmshott LaneCippenhamSlough
Transylvanian Tower0.50 Spectrum 48K,CBM 64,Dragon 32Berks Everest Ascent .0.50 Spectrum 48K,CMB 64Ship of the Line £4.95SpectrumShip of the Line 0.50 Spectrum 48K,CBM 64Invincible Island0.50 Spectrum 481<Devils of the Deep0.50 Spectrum 48KRocklanc/o CentreSoft HouseWizard of Wor £29.95Atari E + drives

Bloomfield RdTiptonWest MidlandsRomik SoftwareTombs of Xeiops0.99 CBM 64272 Argyll Ave Fool's Gold 0.99 CBM 64Slough The Golden Apples of£4.99Vic 20, 8, 16KBerks Zeus
Animal Magic 0.99 Vic 20, I6KZorgon's Kingdom0.99 Vic 20, 8, I6K3D Monster Chase0.99 Spectrum 16, 48K3D Monster CrazeE9.99LynxWhite Crystal 0.99 Dragon 32Strategic Command0.99 Dragon 32Sub 0.99 Spectrum 16, 48KSalamander Franklin's Tomb£9.95Dragon 32, Uric17 Norfolk Rd 48K, BBC BBrighton Wizard War 0.95 Dragon 32Sussex Lost in Space £9.95 Dragon 32Everest £7.95 Dragon 32Night Flight 0.95 Dragon 32737 Flight Simulator0.95 BBC BFishy Business 0.95 Dragon, Oric,BBCGolf £7.95 Dragon 32Tanks £7.95 BBCSaturn SoftwareTomb of Tuthmosis£5.50Dragon 32Sycamores Wax Works 0.50 Dragon 32Somersham Volcano Island .0.00 BBC BCambs

Mr Micro69 Partington LaneSwintonManchesterMuse Softwarec/o SoftsellCentral WayFelt hamMiddxNewsoft12 Whitebroom RdWarners EndHemel HempsteadHertsOIC Ltd15 Burghead CloseCollege TownCamberleySurreyOn-Line Systemsc/o MapsoftUnit AOak Rd SouthHadleighBen fleetEssexPeaksoft7 Hawthorn CrescentBurton-on-TrentDerbyshire

Penguinc/o CentreSoft House,Unit 16Bloomfield RdTiptonWest MidlandsPhipps Associates99 East StEpsomSurrey

Pixel Gamesc/o Quicksilva92 Northam RdSouthamptonPortent Adventures
Premier208 Croydon RoadLondon SE20

CAME
Mysterious Adventures:Golden Baton, TimeMachine, Arrow ofDeath Parts I and II,Escape from Pulsar 7,Circus, FeasibilityExperiment, Wizard ofAkyrz, Perseus andAndromeda, Ten LittleIndiansEpic Hero: OceanHunt, Dungeon ofDerojhen, Venus MustLiveBattle of Britain

Concorde

Everest Explorer
Temple of Bast

Wumpus

Don't PanicLionheartChampions!

DraculaMysterious IslandGold Rush
Castle Wolfenstein

Black Dwarf's LairTime BanditsSecret ValleyGreat WesternSpectral MazeDodgy DealerCounter Attack

Mission: AsteroidWizard and thePrincessUlysses and theGolden Fleece

Death's Head Hole

Spy's DemiseThe Spy Strikes Back

Knight's QuestGreedy GulchMagic MountainAdventureNovotnick PuzzleGorgonBlack PlanetThe ForestTrader

Robin Hood
Lost Tower of TintagelAdventure PlusHouse of HorrorsCaverns of DoomDungeons of DeathDragon PowerPlant

PRICE MICRO
£10.06 I RS80 I and III,each

£15.53

f17.25

£10.06

£10.06

0.32

£6.90a, £9.90£6.90

£4.95£4.95E4.95E4.95£4.950.500.50

Video Genie Iand II, ColourGenie, BBC B

£10.06 TRS80 1 and Ill,each Video Genie Iand II
TRS80 I and III,Video Genie Iand 11TRS80 1 and III,Video Genie Iand IITRS80 1 and III,Video Genie Iand IITRS80 I and III,Video Genie 1and IITRS80 I and Ill,Video Genie Iand IIOne EVic 20 EVic 20

£21.55 Apple, Atari(both plus drives)

SpectrumSpectrumSpect rumSpectrumSpectrumBBC BBBC B, Electron

£17.19 Atari E + drives£21.79 Atari E + drives
£20.64 Atari E + drives

_0.45
.0.450.45.0.95

£15.95£15.95

£4.95€4.95£4.95£5.00£5.00£4.95£5.95£9.95.0.95£14.95

Dragon 32, BBCB, Spectrum 48KDragon 32Dragon 32Dragon 32,BBC B,Spectrum 48K,Oric 48K,ElectronAtariAtari

Spectrum, ZX8IZX8ISpectrumZX8IZX81Spectrum 48KSpectrum 48KSpectrum 48KZX8I, SpectrumVic 20

0.95 Dragon 320.96 Dragon 320.95 Dragon 32£4.95 Dragon 32£4.95 Dragon 32£6.95 Dragon 32E7.95 Dragon 320.95 Dragon 32
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New from SUNSHINEMaster your ZXMicrodrive
programs, machine code andnetworking by Andrew Pennell
Master your ZX Microdrive contains allthe information you will ever need to usethe ZX Microdrive to the full. Clearlyexplained, with many examples, it isequally suitable for the relative newcomerto BASIC through to the experiencedmachine code programmer

Name

Signature

MIEEI MEM NM

Clre;iimilags
ON .11"1311 itIfi•VC SPECTRU iv4/  •

ot A •

Peter Shall'Mortkm"
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master you/zxtnicrocrtive
P01,9mokk4•4:,,tw,6, cxxlEtwr.e,

ISBN 0 946408 19 X•
Andrew Pennell has also included a full database file handlingprogram to let you put the ZX Microdrive to practical usewith your Sinclair Spectrum.Look out for the Sunshine range in W.H. Smith's, Boots, John Menzies,other leading retail chains and through our national network of bookshops and specialist stores. Dealer Enqu'iries: 01-437 4343

Address

MIR I M E M I l bPlease send me
1--1 Master your ZX Microdrive at E6.95 each
I enclose cheque/postal order for E   made payableto: Sunshine Books: 12, 13 Little Newport St., London WC2 3LD.Or :phone your order through on Access Mastercard 01-437 4343

We can normally deliver in 4/5 days.11 Nom m i n  gm nos limin EMI MEI IEEE SIM

Mast off to ADVENTURE
creatingADVENTURE

Progrdne.;O, ttttt ( ttttt

Andrew Nelson

Create and solve ADVENTUREprograms on your Spectrum,Commodore 64, Dragon, Oric orBBC Micro.
CREATING ADVENTURES ONYOUR ZX SPECTRUM —Peter Shaw and James MortlemanCreate and solve Adventureprograms on the Spectrum withthis exciting new book whichincludes five complete majorprograms, plus chapter afterchapter of hints and tips to help youwrite your own programs. Chapterheadings include Creating Locations; Picking Things Up;Monsters; Adding Graphics; and Adding to theVocabulary. Just £4.95 and you're up and away.

CREATING ADVENTURE PROGRAMS ON YOURCOMPUTER — Andrew Nelson. If your computer usesa version of Microsoft BASIC, then this book is for you.It contains three complete Adventure programs, alongwith extensive documentation to help you create andsolve Adventures. Suitable for use with the Commodore64, Dragon, Oric, BBC Micro, Sirius, IBM PC and

iiiturtin at tilt Mawr
Death comes to a quiet country village when the Lord of the Manor is savagelymurdered.
The police are bathed with no obvious clues to help them.Your skills as an ace investigator are required to identify and apprehend themurderer. This will involve searching for clues (which could be dangerous requiringingenious deductions), examining the scene of the crime and asking questions of theright people.What is the mystery of the Gravediggers Hut?What secret does the safe hold?What lurks at the bottom of the brook?
These may be some of the questions you will ask yourself during your investigationinto the murder at the manor.
The game is based on a fixed map, comprising the Manor House, the Gaden, theTown, the Graveyard and many other fully described locations, inhabited by a variety ofindividual characters whom you are likely to meet.
tt is up to you to solve the murder, the locals may know the answer — but willthey tell YOU!
"The unique thing about Murder at the Manor is that each time you play a differentcharacter is chosen. Thus each game is different." Micro Adventurer. JAN 84.

WARNING - this is a 4D adventure where night brings added difficulties.
"Highly recommended." (Popular Computing Weekly. Vol 2 No 42)

Cassette and instruction Bookletcosts £6.95 inc.TRADE ENQUIRIES WELCOMEGEMTIME, 16 Ben Led' Road, Kirkcaldy, Fife.

:e•Atti-iftit An (pal nitwit ....Am tor.7nri%dt.m.tv•Itigpvigt

••••••• ••

fr

Apple, you'll find this book aneasy-to-understandprimer on Adventure creation.The full-length programsinclude WEREWOLVES ANDWANDERER and THE AFTERMATHOF THE ASIMOVIAN DISASTER.This book is just £4.95

Interface Publications, 9- 11 Kensington High Street, London W8 5NP.
Please send me the following books. I encloseIICreating ADVENTURES on your ZX SpectrumShaw/Mortleman — 4.95Li Creating ADVENTURE programs on your ComputerAndrew Nelson — £4.95
Name:
Address:IMTERFACEPUBLICATIONS

Computer and book trade supplied by The Computer Bookshop,30 Lincoln Road, Olton, Birmingham B27 6PA (021 707 7544, telex 334361)



<SCR Adventures190 She'bourne RdTottenhamLondon N17Severn Software5 School CrescentLydneyGlosShards Software189 Eton RdIlfordEssex

Fantastic Voyage£27.95

The Lair £6.00Star Warp II £6.00
JR £6.95Space Kingdom0.95Area Radar Controller£6.95Realms of the Undead£5.50

Time Traveller 0.95

The Island £10.00
Goblin Towers £9.95Streets of London.0.95Forest land £9.95Cosmic Capers0.95Cracks of Fire 0.95Catacombs £27.00Weird Wood £25.00Cornucopia 05.00Goblin Towers £14.00Cosmic Capers£16.00Cracks of Doom£16.00Space Module I£18.95

Castle Blackstar£8.95

Grail £6.95

/COMPANY GAME PRICEMICRO
Terminal Software28 Church LanePrestwich

Curse of the WerewolfRescue from CastleDread
£6.95£6.95Vic 20E, 16KVic 20E, 16K

Manchester Magic Mirror £6.95Vic 20E, 8, 16K

Java Star

Nosferatu £6.95 Vic 20E, 8, 16K

Mission Asteroid

Space Island £6.95Spectrum 48K

Mystery House

Vampire Village£6.95Spectrum 48K
UltimateThe Green

CityAtic AtacLunar Jetman
£6.95.0.500.50

Spectrum 48KSpectrum 48KSpectrum 48KAshby-de-la-Zouch

£25.50Golden Fleece

Leics

01.95Haunted House£6.00

Virgin Games Castle Adventure£6.95Dragon 3261-63 Portobello Rd

£6.50Ot hello 0.95

London W I 1 •

£4.95
Psion and Artie)

Wintersoft Ring of Darkness£9.95Dragon 3230 Uplands Park RdEnfield Operation Gremlin£6.95Oric 48K
MiddxWork Force140 Wilsden AveLutonBeds

Adventure in Time
Pirate Island

0.00
£6.50

ZX8I,Spectrum 48KSpectrum 48K

Castle Blackstar£8.95

Grail £6.95Moria £4.95Mona £6.95
Pettigrew's Diary0.95
Empire £6.95
Jericho Road .0.75Mystery of the 0.95Java StarNorth Sea Oil £5.75Mission Asteroid£17.95Mission Asteroid£14.35Mystery House £17.95Wizard and PrincessE23.70
Cranston Manor£28.75Cranston Manor£25.50Ulysses and the£25.50Golden FleeceTime Zone 01.95Haunted House£6.00Journey to the Stars£6.50Passport to Death£6.50Pent iles £6.50Ot hello 0.95Embassy Assault(also see under £4.95
Psion and Artie)

Sierra On-LineSystemsc/o SoftselCentral WayFelthamMiddx

Silverlind156 Newton RdBurton-on-TrentStaffs
SinclairStanhope RdCamberleySurreySiriusc/o CentreSoft HouseUnit 16Bloomfield RdTiptonWest MidlandsSoft Toys14 Lockharton AveEdinburghSoftware For All72 North StLondon N6Spectrumc/o CentreSoft HouseUnit 16Bloomfield RdTiptonSulis EducationalSoftware4 Church StAbbey GreenBathSuperb Software9B Oval RdLondon NW ISupersoftWinchester HouseCanning RdWealdstoneHarrowMiddlesex

Swiftyc/o MapsoftUnit AOak Rd SouthHadleighBen fleetEssexSynapsec/o CentreSoft HouseBloomfield RdTiptonWest MidlandsTemptation Software27 Cinque Ports StRyeEast Sussex

INK

Shamus IShamus IINecromancer

Dungeons of Doom
Admiral Graf Spee
Special MissionBaron

PRICE MICRO
Spectrum 48K

Oric 48KSpectrumOne 48K
Dragon 32,BBC BDragon 32,BBC B, ElectronSpectrum 48KDragon 32
Dragon 32Atari plus drivesApple plus drivesApple plus drivesAtari, Apple(both plus drives)Atari plus drivesApple plus drivesApple, IBM PC(both plus drives)Apple plus drivesBBC BBBC BBBC BBBC BBBC BSpectrum

Atari E + drives

Vic 20Vic 20
BBCBBC BBBC BSpectrum n 48K

Spectrum, BBC

CBM 64

CBM 64CBM 64CBM 64CBM 64CBM 64Pet + drivesPet + drivesPet + drivesPet + drivesPet + drivesPet + drivesAtari E + drives

£24.95 Atari, CBM 64£24.95 Atari E£24.95 Atari E

£5.95 Spectrum 48K,ZX81£5.95 Spectrum 48KZX8I£5.95 TI99/4A E£5.95 Spectrum 48K,ZX8I
do

NOTES TO THE TABLE
-r

Atari: the programs will run on either the Atari 400 or 800unless E is specified, in which case extra memory is needed onthe 400.
BBC: the programs will run on either of the BBC microsunless the model B is specified, in which case extra memory isneeded on the model A.
Drives: if a program needs a disk drive system this is specifiedin the micro column.
Spectrum: the programs will run on either Spectrum.
ZX81: All programs need a 16K RAM pack.

DUCK WORTHHOME COMPUTING
a new series

All books written by Peter Gerrard, former editor of Commodore ComputingInternational, author of two top-selling adventure games for the Commodore64, or by Kevin Bergin. Both are regular contributors to Personal ComputerNews, Which Micro? and Software Review.
EXPLORING ADVENTURES

A complete look at the fabulous world of Adventure Games for your computer.Starting with an introduction to adventures, and their early history, it takes yougently through the basic programming necessary before you can start writingyour own games. Inputting information, room mapping, movement, vocabulary,and everything required to write an adventure game are explored in detail.There follow a number of adventure scenarios, just to get started, and finallythree complete listings written especially for your machine, which will sendyou off into wonderful worlds where almost anything can happen. The threegames listed in each book are available on one cassette at E7.95. The completeguide to adventure games: playing, writing and solving them. Peter Gerrard isthe author of Romik's two top-selling adventure games - Fools Gold and Tombof Xeiops:
EXPLORING ADVENTURES ON THE COMMODORE 64 E6.95EXPLORING ADVENTURES ON THE VICE £6.95*TWO of the games require 16K expansion and the third 32KEXPLORING ADVENTURES ON THE SPECTRUM 48K E6.95EXPLORING ADVENTURES ON THE ORIC 48K E6.95EXPLORING ADVENTURES ON THE DRAGON E6.95EXPLORING ADVENTURES ON THE BBC Model B E6.95EXPLORING ADVENTURES ON THE ELECTRON E6.95

Oust published)(Just published)
Oust published)(This month)(February)(February)(February)

Other titles in the series include Using the Commodore 64, The Beginner'sGuide to Computers and Computing, Sprites & Sound on the 64, 12 SimpleElectronic Projects for the VIC, Will You Still Love Me When I'm 64,Advanced Basic & Machine Code Programming on the VIC, Advanced Basic& Machine Code Programming on the 64, as well as Pocket Handbooks forthe VIC, 64, Dragon and BBC Model B.
Write in for a descriptive leaflet (with details of cassettes).

a4NttDUCKWORTH
The Old Piano Factory, 43 Gloucester Crescent, London NI/V1 7DYTel: 01-485 3484
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S A Wilkinson from Manor Parkhas written a graphic adventurecalled Quest for the Spectrum(this page). The task set for theplayer is to find five preciouskeys hidden somewhere in amaze which also concealscities, weapons, dragons andogres.

Send us your adventure listings— modules which readers canincorporate into their owngames, short adventures anduseful programming routinesare all welcome. Please sendus a printout and cassettealong with a generaldescription of the program anddetails of how it is constructedand can be used. If you wantus to return your program,enclose a stamped, addressedenvelope. If you have anyqueries on the listings, write tothe appropriate author, YourAdventures, Micro Adventurer,12-13 Little Newport St, LondonWC2R 3LD
44 Micro Adventurer March 1984

Spectrum questn graphics
From S A Wilkinson in Manor ParkQUEST IS a graphic adventure based on arandom maze for the Spectrum. Dottedaround the maze are cities, ruins, weapons,dragons and ogres. The player will also findgold with the help of a few magical spells.All these are designed to either aid orobstruct you from achieving your goal,which is to find five special keys.At the end of the listing there is, for yourinterest, a screen display. The programstructure is: 10-18 variables, 20-95 sets upscreen border, 500-530 puts trees, rocks andswamps onto the playing area, 530-600 puts

4-

140 LETISO LETFA7:i -r_

i=121--;= L

.P; E l "  a i ; M M I Z Z W I t t a r _CO suBL "-ET u r - - - r-_ 7000:10 LET12 fET13 LET ou=214 LET ov=217 LET dr=018 LET 09=020 FOR n=1 TO 3130 PRINT RT 0,n; INK4; BRIGHT 1 ; "40 PRINT RT 16;n; INK 2;4; BRIGHT 1;"0"50 NEXT n60 FOR n=0 TO 1670 PRINT FIT n;0; TNK4; BRIGHT 1;"0"80 PRINT FT n,31; INK 2;4; BRIGHT 1;"0t290 NEXT nOS PRINT "KEYSPELLS WERPONS99 GO SUB SOO: GO100 GO TO 1000105 LET K$=""

400 RETURN500 FOR510 LET 6

NFXT NRETURNRETURN

suB

ET t

t
1.51.43-n

AMMO.

22

:

520 LET 0$="FGHI"5306_1$(d)54-0 NEXT S.550 FOR N=1 TO 10560 LET pffRND*10)+2)=3570 LET)=4580 LET)=5590 LET)=6600610700810

P it--10) +2
I )  +2 ,
I R 1*--1 D cl.t) +2 ;

t70 T r il 8217! ÷
-2- .t 1.• t  r1LET p t  t  y +2)

=J-1.7r=k_t

in random incidents, 810 prints exit door,820-826 prints city, 830 positions key,1005-1006 monster's movements, 1010-1060moves man, 1100-1540 incident determiningprocedures.Incidents: 2000 puts key on screen,checks number found, 2200 — variousobjects hidden or visible in the city, 2400sends dragon after man, 2600 sends ogreafter man, 2800 — weapon routine, 3000the final spell, 3200 — gold randomlydistributed, 3800 — use of weapons, 4000— killed, 7000 — graphics, 9000 randommaze, 9900 — ends sequence.[]

GO. TO 1-31 glet

1 TO •:50INT (RND4-4)+1
PRINT RT RND*14+1,RND*29+1;

PRINT RT 14 2g: TNW f7t:tx=INT (RND*10)+2:fRNDk10)+10: I F  p(Tx820 LETty=INT0 THEN

is RN +  5
iRND it-20)

(RND+20)+5

:r e.2- IL...
F-t•

PilPFR
PPCD'ER

PRPER
P E  R
1 S -s • • • • •

LET

+5

' " i =

r t
t t



EPIC ADVENTURES
FULL-SCALE MACHINE CODE ADVENTURESFOR THE BBC AND ELECTRON
OUR EPIC BBC ADVENTURES ARE NOW ALSOAVAILABLE FOR THE ELECTRON. EACH GAMECONTAINS ALL THE DETAILS OF THE ORIGINALS,WITH ONLY MINOR CHANGES TO THE TEXT

*APPROX. 230 FULLY DESCRIBED LOCATIONS * COLOUR *ULTRA-FAST RESPONSE * SCORING ' FAST GAME-SAVE ONTAPE * FULL-SENTENCE COMMANDS ACCEPTED * EACHGAME INCLUDES INTRODUCTION AND PLAYINGINSTRUCTIONS *
CASTLE FRANKENSTEIN: The Frankenstein Monster wasthought to have been killed in a fire at the Castle 20 years ago, buta series of unsolved murders has taken place and the people fearthat the Monster is on the loose again. Explore the graveyard andCastle ruins, with its secret passages, sulphur pits, etc. to find anddestroy the Monster.
THE QUEST FOR THE HOLY GRAIL: To become a knight of theround table you must find the Holy Grail and return with it toCamelot. Your search will take you through forest, swamp, castle,dungeons and rivers, and on the way you will meet manycharacters, some friendly some hostile. Can you outwit them alland solve the many puzzles to successfully complete your quest?
THE KINGDOM OF KLEIN: The Wicked Witch has stolen theMagic Klein Bottle from its pedestal in the palace. She swore thatshe would put a hideous curse on anybody who was foolishenough to try to recover it. Your task is to defy the Witch's curseand solve the mystical properties of the 5 solids, in order to kill theWitch and return the Bottle to the Klein Kingdom.EACH GAME COSTS ONLY E7.95 inc VAT. (state BBC or- --Electron) P&P FREE if ordering 2 or more, otherwise add 50p

EPIC SOFTWARE
10 GLADSTONE STREET, KIBWORTH BEAUCHAMP,LEICESTER. LE8 OHL.Please make cheques payable to EPIC SOFTWARE

t'l ?WM IP% W01(.01111'

\ \  \ \\\ \\\ \\\MICROMAGIC FOR VIC20MIKMAG GAMES
PRESENT FUN, ENTERTAINMENTAND PURE FRUSTRATION!

8K + GAMES* CURSE OF ZOLTINBeat mad Zoltin's traps and his army of Zenophons to steal his ill-begottenhoard of gold — if you can! Very difficult. E3*SAFECRACKER *The evil Count von To has plans to destroy the world with his Megadoombomb. Your job — among many death-defying tasks — is to find thecombination to his safe and save civilisation. Extremely hard. E4* GREYHOUND DERBY *Name your own dog. Qualifying heats, betting, race commentaries. Butcan you win the Derby? Very addictive. E4* HEAVYWEIGHT CHAMPION *Can you fight your way out of seedy local halls and climb the ladder tobecome world champion? A knockout game! E4* POP STAR *Beat greedy managers and so-called experts to get your record to No 1.Great fun! E3
- UNEXPANDED -• KINGDOM OF VARGO •Virtually impossible adventure — but it can be done! Probably hardestgame on market. E4.99GRAND NATIONAL •Name your own horse. Race commentary, tipsters, betting, trainer's adviceetc. Frustrating fun! E3• JUMPWINNERI •Amazing National Hunt winner-finding system now more than 200 pointsup since first advertised. No racing knowledge required. E5 buys secretMIKMAG GAMES

21 HOLLYMEAD9 CARSHALTON9 SURREYDEALER ENQUIRIES WELCOME
\\\ ••••""*"•1•1.......- \\\

Assassin Software
KRAGO CASTLE "Dungeon Adventure,The First Quest of Mogadishu the Elf"16/48K Spectrum
USURPER — Multi-player struggle for power ina fantasy world — 48K Spectrum
NEXT WAR The best modern war simulationdifficulty from novice to military genius, holo-caust optional 48K Spectrum
MOONRAKER Two player space war gameumpteen options 48K Spectrum

E6.00EACH
(Plus 50p p&p per order)

CHEQUES AND PO'sPAYABLE TOTOWN NATHAN10 ASH ROADLEEDS 6
AILAILAkAILAILAILAILAILAILAMLAILAL

11V1.1111rmrv,PPWIWNIPIP

<4-iOcTI11::1111&1* 4-'roo
(147•16) -77

coirc?

Football ManagerDesigned by Kevin Toms
Some of the features of the game:* Matches in 3D graphics* Transfer market * Promotion andrelegation * F.A. Cup matches *Injury problems * Full leaguetables * Four Divisions

Prices. Spectrum48K £6.952X8116K E5.95
3D GRAPHiCS APE NOI INCLUDEDiN IHE 1X8I VERSION!Overseas ovaers oaa 50

• ••••

10 oraer ay moo (p&p !tee) senacmootit•s 01 aosra ,voers 10Addictioe Games7A RICHMOND HILL,BOURNEMOUTH 8H26HE

* Pick your own teamfor each match. * Asmany seasons as youlike * Managerialrating * 7 skill levels* Save game facility.
ZX81 Chart

Home Computing Weekly1.8.83 and 111 83.
Comments about the game from press and our customers."FOOTBALL MANAGER is the best game I have yet seen on theSpectrum and my personal favourite of all the games on any micro To the ordinaryperson it is an excellent view of what can be done in the field of computer gamesThe crowning glory of this game is the shot set pieces of match highlights which show littlestick men running around a pitch. shooting. defending and scoring It is a compulsivegame but people who cannot take game sessions of 9 hours or so. which happened on onehappy Sunday, will be grateful to know that there is a 'save to tape option. FOOTBALLMANAGER has everything it could The originator. Addictive Games, certainly deserve thename," Rating 19 20 [Practical Computing - August1983).

From software stockists nationwide, inc11==3
Dealers! For urgent stocks sendyour headed notepaper direct toour address
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S3I LET kx=INT832 LET ky=INT840 IF t>5 RNDLET pCK>f,Xy)=2850 RETURN1000 PRINT AT utv1005 IF dr=1 THEN GO SUB1006 IF 09=1 THEN GO SUB1010 IF INKEY$="5" AND p>0 THEN LET v=v-1: Gn TO1020 IF INKEY$="8" AND p>0 THEN LET v=v+1 GO TO1030 IF INKEY$="6" FIND p>0 THEN LET u=u+1: GO TO1040 IF INKEY$="7" RND p>0 THEN LET u=u-1: 1;0 TO1050 BEEP .1;101060 PRINT AT u,v;"A"1080 PRINT AT 18,5-LEN K$;K$;RT18;9;G;AT 20,5-LEN 5$;5$;RT 20;15-LEN WS;W$1100 IF INKE($="f" THEN CO8001110 IF INKEY$="s" THEN GO :-"LIB 39001200 IF u=14 AND v=29 THEN PRINTAT 16,0; FLRSH 1; P R E P ) ;RE TO JUMP •  GO TO 31500 IF ptuiv)=2 THEN CO SUB 20001510 IF pfu,v)=3 THEN GO SUB 22001520 IF p(uiv)=4 THEN IF RND).1THEN GO SUB 3200 I F  RND<=.1 THEN CO SUB 40001530 IF pEu;v)=5 THEN IF RND>.5THEN GO 5L16 2800: I F  RND<=.5 THEN GO FiUB 30001540 IF pfu,v)=6 THEN IF RND>,5THEN GO SUB 2400: I F  RND<=.5 THEN Gn SUB •26001700 GO TO 10001900 GO TO 10002000 REH MgMESMNgWREA2005 IF LEN K$=5 THEN GO TO 99002010,D121-=.02030204040E*0

REHIp-T A
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LET K$="M"LET K$=X$+E$PRINT AT 1805-LEN 1-!:$)=1LET pfulvRETURN220171 REM '2210 LET 4-=R1-41• 11: :Y•:•- 1-7;;Z-0.1.1 IT NE
2220 IF  C<,1 THEN PRINT AT 16,0;F!Af-z.H -1;" HOSTILE CITY YOU'REKILLED!! " :  FnR n=1 TO SO: NEXTn: GO TO 40002 3 0 IF 1-7=,1 ANr- T H E N  PRIMT RT 16,0; FLRSH 1;"  L J E R P O N5 SALE NOW ON " :  LET P)=1: LET G=G-SO: FORNEXT n: GO TO 28002240 IF R N D  C<NT AT 16,0; FLASH 1;NDL• WIZARDv)=1: FOR n=1 TO 50:TO •30002250 IF C>=,7 AND C<T RT 15,0; FLRSH 1;FIND GOLD !!=1: FOR n=1 TO32002260 IF; FLASHON !!0 2400

= qa.
I t

I

—

• RNE., 4-10-:i +2(I:MD*20) +5p C x „ < -0 THEN

SIZI:

• •

.9 THEN PRINRHIN'S_ LET pfu,v)NEXT n: GO TO
e t
• t

n =
a 55
12

THEN PRINTBELIRRELET pfu;
;41-1:4-0T4POUITINE240024052410

244024-50--DFOO251021sRT 16;0; FLRSH IED BY THE DRRGON50: NEXT n: GO TO2518 IF pfdu,dv)=000220 RETURN2600 REM SMISAURRHumEg2605 LET oq=12610 PRINT RT ou;ov;2630 IF RND>.5 THEN2640 PRINT RT ou,ov2650 RETURN2700 LET ou=ou4-(uo2710 LET ov=ov+(v>o2715 IF ou=u AND ovAT 16,0; FLASH 1;"LLED BY THE OGRE !!50: NEXT n: GO TO2718 IF  pfoulov)=000
280028028102815282028302840

: FOR4000THEN

I t  t

F1118 "1

t 0
THEN PRIERIE: ' E T: p  un: GO

PRINT AT du,dv;" -IF RND>.5 THEN GO 8UB 2500PRINT RT du,dv; INK 2;"C"RETURNLET du=du+(u>du)-(uLET dv=dv+(v>dv)-tvIF du=u RND dv=v THEN PRINT
< d u )<dv)

'VOL PRE
• e

r.r1=1

RETURNREM MgOaMMMARBNaNNRWRMIF LEN W$>=4 THEN RETURNLET w=INT CRNDI-3)+1LET p(ulv)=1LET A$=•DEt"LET W$=t4$+R$(w)PRINT AT 20,15-LEN U$;U

16,0DRAG1-1:n •

GO TO 25

GO SUB 2700INK
u)---(u<ou)✓)-(v<ov)=v THEN PRINTYOU RRE KT,-: FOR n=1 TO4000THEN GO TO 27

ILLTO

2850 LET p(u,v)=12855 PRINT RT 16,0; FLRSH I ; "YOU GRIN A WERPON2860300030053010301530203030304030503055YOU30603200

38553860="E"38653870; " t "
:

- I .

I tRETURNREMIF LEN 8$>=4 THEN RETURNLET s=INT fRND+3)+1LET pfuiv)=1LET B$= OP*"LET 8$=8$+6$Cs)PRINT RT 20,5-LEN 3$;5$LET pfu1v)=1PRINT RT 16;0; FLRSH 1;GRIN A SPELL !RETURNREM

aPELL7-G-AIN" T T N F•-• - • -- t MM.

FINC), .9, ,• cs,t-t--/ - r  I cr:• — a3205 LET ptu;v)=13210 LET g=INT (t*50)3220 LET G=G+g3235 PRINT PT 16,0; FLA51-1 I ; "YOU FIND SOME GOLD3240 LET p(ufv)=13250 RETURN3800 REM giggilligAMMIMERUNIMA3810 IF  du=u+1 OR du=u-1 OR dv=v4-1 OR dv=v-1 THEN GO TO 3E5E03815 IF ou=u4-1 OR ou=u-1 OR ov=v4-1 OR ov=v-1 THEN GO TO 38203817 RETURNa820 FOP n=1 TO LEN W$: IF  W$fnA="D" THEN GO TO 3830: NEXT n3825 RETURN3830 PRINT RT ulv+1;"0"3831 LET og=0: PRINT PT oulov;"it
3832 LET 0u=1: LET ov=13835 PRINT PT 16,0; FLASHYOU KILLED THE OGRE!3840 LET a$=""3841 LET U$=a$3842 PRINT RT 20;10;-3845 RETURN3850 FOR n=1 TO LEN W$: I F  (J$(n)="t" THEN GO TO 3860

te

t'; IL LED RCA LI IT I N E

- spg-Li s

' I If

I .
•

I /

•

RETURNFOR n=1 TO LEN 1-1$- IF W$Cn)THEN GO TO 3870RETURNPRINT PT utv-1;"E";AT ulv+1
LET dr=0: PRINT AT du„dv;"

f"-R80 PRINT AT 16,p; FLASHYOU KILLED THE DRRGON3885 FOR n=1 TO 100: NEXT3800 PRINT AT 160;COLLECT THE BOUNTYFOR n=1 TO 100: NEXT n3892 LET a$=""3893 LET W.$=a$.3694 PRINT AT 20;10;3Fc95 GO SUB 3200: RETURN3900 REM MESAIIIMEMILEVIfinn3910 PRINT AT 16,0)- W H I C HSPELL?a915-IF-INNEY$=-b--Ti-rFN -GO-TO- 4.200320 IF INKEY$="e" THEN GO TO 4300392 I F  INKEY$="d" THEN GO TO003930 IF INKEY$="x" THEN RETURN3935 GO TO 39004000 REM40104020

0

St

I t

fea

I t

a

I .

PRINT RT u;v; INK 2;,"+"PRINT RT 16;0; FLRSH 1;12YOU )RE DERD4030 FOR n=1 TO 34040 BEEP ,1;0: BEEP B E E P.1/-30: BEEP .11104050 NEXT n4060-TRMT-R-0-10-;-1-1-6/-Pk:A3H-1-3.--AitiOTHER GRME-7 Y./N4070 IF INKEY$="y" THEN GO TO 14080 IF INKEY$="n" THEN STOP4000 GO TO 4070

•

4199 REM4200 REM4205 FOR n=1 TO LEN :  I F  5$fn)="*" THEN CO TO 4250: NEXT n4210 RETURN4260 PRINT AT 16,0; FLASH 1;BLRST SPELL CR5T4270 LET dr=0: LET og=04271 PRINT AT oulov; " ; AT  ALI2dv
4276 LET 5$=a$4277 PRINT AT 20;0;At280-RETURi-443ee REH,J.MaiNSOMM.430S FOR n=1 TO LEN 5$: 1FS$fni="P" THEN GO T0,43204310 RETURN4320 PRINT PT 16/0; FLASH 1;EYE SPELL CRST4330 FOR L=1 TO 154335 FOR C=1 TO 304340 IF p(L_2_C)=1 THEN PRINT RT LIC; INK 4-;",11"4345 IF pfL,C)=2 THEN PRINT AT LIC; INK 6; FLASH 1;"M"

00



time\ I / TIMEPATTERNS
patterns

presentsSTARG LOBE
Britain's leading 2nd Generation Play By Mail Game

Join the ever growing number of starship captainsexploring a vast STARGLOBE.
Deep in extragalactic space the sinister autocraticrules of planet MONDE send you out on adesperate mission to hunt for other civilizations,set up colonies and establish a communicationsstation at the surface of the giant threedimensional globe of stars in which they aretrapped. BUT you can rebel and fight the otherplayers to establish your own starbase in order topursue your own ends.
After solving the mysteries of the starglobe andovercoming its dangers you can be the one toreturn to MONDE to overcome the tyranny andset yourself up as Lord of Monde - to rule theSTARGLOBE - while you can
For introductory package and free launch of yourStarship send £2 to:

TIME PATTERNS97 DEVONSHIRE ROAD,BIRMINGHAM B20 2PG
Standard rate I 1 per turn, No deadlines. Timepatterns 051 523 4446

•

4350 IF p IL / CI =3/ C; INK ;  FLASH4355 IF 1. fL- INK 2 fL-LPSH,Li-30 IF p L C =5

THEN PRINT"NrTHEN PRINT/.;THEN PRINT
THEN PRINT1; "fir1

IC, INK 1; F'LASH4365 IF pfL,C)=6.C.; INK 2- FLASH4.380 NEXTC4385 NEXT L4387 LET a$=IkaFF-1_1F7.1_515It4389 PRINT AT 20,43SO-A-ETUTci-i4400 RE/1 IIIIINSIESEMEN4405 FOR n=1 TO LEN S$:=10" THEN GO TO 44504410 RETURN4420 LET a$=""4425 LET S$=a$4450 GO TO 37000 RESTORE 7001: FORTO USR "q"4-7: READ a:NEXT n7001 DR7R,4.0.5.6.453.4.0,254.185.18!S.17.0.170/0/28/223/821252/60/86)149/818/28/8/8/8,8/8,,OA24/.62/.126/126062,24/0 -7002 DATA 56/108!150/174/124/56,16/16,64/6,48,7/240,0,111/0,0,70/9/8/011241130/124/411061144170191961143/13610/124/130254/130/16/16/254/126/195/153/165/16,1531195/1267003 DATA 0/16116/16,16/56/16/0/0156184/1615611611610/72/40/2418/12/1010/0101126/66!65,66/66/66166/010/24/361219160/24/0/0/0,32/255/32/0,0/07100 RETURN9000 DIM pf15/30)0001 LET E=2: LET c=2aaciP_IFT9003 IF 1=14 AND c=29 THEN GO TO90069005 co SUB 9017: GO TO 90029006 FOR t=1 TO 10• LET 1=t: LETC=30-t-5-39007 FOR n=1 TO 15: GO SUB 90179008 IF 1=14 AND c=29 THEN LET n=15

ft•

0 2 • •

L
RT L
PT L
RT L

IF 5$ In)

n a  --POKE ir) , a

900S LET p f t / x730010 NEXT n : NEXT t0016 GO TO 109017 LET x =RND9020 IF x < .28 THEN LET =14-19025 IF x > = 28 AND x < . 5 THEN LET1=1-19030 IF x > =. 5 FIND x < . 8 THEN LET=
9040 IF x>=.8 THEN LET c=c-19041 IF I  <2 THEN LET 1=29042 IF 1.14. THEN LET 1=14Set45 IF c 2 THEN LET c =29047 IF c >29 THEN LET c =299050RETURN9119 LET 1=1+ fx 1.25) - ix >=.25 nt4Dx <D41-20-1_:E7 =  7E-4 - - x = s-- -n!•1>x { 75)_go et_ T F _Mt-WU_ =  J±9125 IF x>=.3 AND x<2.5 THEN LET1=1-19130 IF x > = 5 AND x < . 8 THEN LETc=c+19140 IF x>=.8 THEN LET c=c-19900 CLS :  FOR n=1 TO 7: BORDERn: PAPER n-1: NEXT n9910 PRINT "  INCREDIBLE YOU COLLECTED 5 KEYS"""THE KINGDOM IS YOURS RETURN IN TRIUMPH' .. '-WAN'T TO TRY IT AGAIN ? Y./N-9920 IF INKEY$="y" THEN GO TO 19930 IF INKEY$="n" THEN 5TOP9940 GO TO 9920
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SOFTWARE AT BETTER PRICES(Dept. MA) P.O. Box 107, Uxbridge, Middlesex, UB10 ORG

OA SEND SAE FOR OUR CATALOGUESTATING MACHINE

MAILORDERONLY

DRAGON 32CHANNEL 8GOLDEN BATONTIME MACHINEARROW OF DEATHPULSAR 7WIZARD OF AKYRZFEASIBILITY EXPCIRCUSRRP E9.95 Our Price E8.95PEAKSOFTDEATHS HEAD HOLELIONHEARTR.R.P E5.45 Our Price f4.95ALL MICRODEAL TITLESR.RP. £8.00 Our Price £7.75
COMMODORE 64BUG BYTETWIN KINGDOM VALLEYRRP £9.50 Our Price £8.50MELBOURNE HOUSETHE HOBBITRRP £14.95 Our Price E12.95DURRELLQUEST OF MERRAVIDR.R.P. E7.95 Our Price £7.25ALL CHANNEL 8MYSTERIOUS ADDVENTURESR.R.P. E9.95 Our Price £8.95
SPECTRUMMIKRO-GENINHERITANCEGREAT BRITAIN LTD.

ATARI OWNERS - The full range of Adventure International productsare available at Our Prices. Send SAE for full list

MAD MARTHA ItMAD MARTHA IIR.R.P. £6.95 Our Price £6.25LEGENDVALHALLAR.R.P. £14.95 Our Price 02.95GILSOFTTHE QUILLR.R.P. 1E14.95 Our Price 02.95MELBOURNE HOUSETHE HOBBITR.R.P. £14.95 Our Price £12.95CRLWOODS OF WINTERR.R.P. E6.95 Our Price £6.95
VIC 20DURRELLQUEST OF MERRAVIDR.R.P. E7.95 Our Price £7.25QUICKSILVATRADER TRILOGYR.R.P. E14.95 Our Price £12.95TERMINALRESCUE FROM CASTLE DREADMAGIC MIRRORR.R.P. E9.95 Our Price £8.75CHANNEL 8BLACK SQUIDR.R.P. E9.95 Our Price £8.95ANIROGDUNGEONSDARK DUNGEONSR.R.P. £5.95 Our Price £5.50
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Two new adventures from Dial Software. Mediaevaladventure or fantasy adventure for BBC Micro. E4.95p eachinc. or both for E7.50p. Hours of entertainment. Sendcheques to Dialsoft, 72 Downend Road, Downend, BristolBS-16 SUE.

£020 MAC CO 60 E0.80
E1.00 E1.20 £1.40 E1.60
£1.80 E2.00 E2 20 £2.40
E2.60 £2.80 £3.00 E3 '20
E3.40 E3.60 £3.80 E4.00
£4.20 E4.40 Pleasecontinue on a separate sheet of nape'

AAddictive GamesApplicationsArtic Computing
Carnell SoftwareChannel 8Currah Computers
DialsoftDigital FantasiaDoricDuckworth
Epic SoftwareExodusF •Format 40/80
GemtimeGilsoft
Incentive SoftwareInterface PublicationsIntrigue Software
LegendLevel 9
Melbourne HouseMicrodealMikmag Games
Nathan0Oltrosoft
Phipps Associates
Red Shift
S.C.R. AdventuresSacamander SoftwareR. Shepherd Software
Time Patterns

20&
10

21-26

31

&
&

&

45937
173252
4843843
4548
48'
4240
94248

112
271545
45
47
19
6

405134
47

INTRIGUE SOFTWARE. TI-99/4A Graphic Adventures.ADVENTURE MANIA. HCW reviewed Vol. 45. MANIA. SuperGraphics and Text £5.95 each. SAE for details. INTRIGUESOFTWARE (MA), Cranbrook Road, Tenterden, Kent TN3061JJ. Dealers Welcome (05806) 4726.
Format 40/80 Club (BBC disc user group 5 Marsh Street,Bristol BS1 4AA. Adventure situation always includedwith monthly club disc. Sample issue f 5.50. State driveformat.

ADVENTURE GAMES
PYRAMID Travel in search of the Pharaoh's death mask.But can you beat the curse?ESPIONAGE You are an agent of the K.G.B. Can you getpast the electrified fence and guards to steal a list ofBritish agents.On cassette at E4. 9 5 each.
EXODUS, 36 Penrice Drive, Tividale, Warley, WestMidlands. B69 1 UO.
HAVE an adventurous New Year! The'Hobbit E12.95, level 9,Digital Fantasia and Acornsoft Adventures E8.95.Lothlorian, Fantasy Quest, Artic, Virgin, A&F and manymore all available at discount. (SAE stating machine.) Pricesfully inclusive. Chipmunk Software, 64 Cherryhill Avenue,D'undonald BI16 °JD.
TEXAS TI9914A software. Wide range available from E3.95.Send s.a.e. for list. Apex Software (MA), Swiss Cottage,Hastings Road, St. Leonards-on-Sea, Sussex IN38 8EA.
1.1 al. E M I  ME IMO ME IMO =I IMO MI

48 Micro Adventurer March 1984

DISPLAY AD INDEX

ME MEI MN- I= MN OM I= EMI EMI ME MIS MI MEI EllHere's my classified ad.
(Please write your copy in capital letters on the lines below.)
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IIsom mot ion im im mE EIE Iwo min NEE me EN, ENE im NEI on EE1 Elm ENE ENE NEN Imi ENE NEE imi Ems min Em ow Em ENE ENE mil ow lim ENE mil

words, at 20p per word so I enclose E
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LET'S LOOK this month atsome of the problems be-setting our adventurers, andsee if W e can give some aid.Speaking of which, if you arestuck somewhere and needsome help don't just take!You will have solved puzzleswhich are keeping otheradventurers from progressing,and they will be interested tohear of your experiences.The first • problem is fromMark Esler, in Castle ofRiddles (an Acornsoftprogram, for the Beebmachines). You will need therod, Mark, don't throw itaway. To solve the maze, trythis. I have encoded the clue,as this is a popular program,and many other adventurerswill be coming this way. Ifyou have just started on TheCastle, you may like to returnto this page at a future date.Stating from the second letterof the clue, read every otherletter. Upon reaching the end,you -should return to the firstletter and repeat the process.OGDOANSODSRREOTOUM RA NNADTSMA RYZSEOESXGIOTTTORMYACZOEL\VOAUVRESRThis should get you into avery interesting part of theadventure, but assumes thatyou have completed the
MICRO Apple II AdventureZork I Problem How do youopen the grating in the clear-ing? How can you go west fromthe timber room with a light?Name Laura Crean, 19 TempleSheen, London.MICRO Vic 20 (I 6K)Adventure Pharaoh's TombProblem How do you get pastthe swamp? Name AdrianMacKenzie Address 69 WatlingSt, Uddington, Glasgow.MICRO Lynx AdventureColossal Adventure ProblemHow do I open the clam andfind the treasure chest? NameChristopher Day Address 19Eden St, Saltburn, Cleveland.MICRO TI 99/4a AdventurePyramid of Doom ProblemHow do you get past the giantoyster, purple worm or ironstatue? Name Simon BellAddress 10 Bransdale, PineHills, Guisborough, Cleveland.MICRO Spectrum 4 8KAdventure The HobbitProblem How do you get homefrom the dragon's lair?Name Darren Cooper AddressWhite Lodge, ChasthamLodge, Chatham Rd, Blue BellHill, Aylesford, Kent.

If you need advice orhave some to offerwrite to Tony Bridge,Adventure Help, MicroAdventurer, 12-13 LittleNewport St, LondonWC2R 3LD
earlier part satisfactorily.Castle of Riddles is an absorb-ing, complex game in whichthe many parts mesh togetherlike a large piece ofmachinery.a The Colour Genie is amachine which I am notfamiliar W'ith — the first letterasking for help in a Genieadventure arrived this morn-ing, from Mrs Barbara Hidleyof Shropshire. She is currentlystuck in The Vegan Incident,and can't open the crack in the‘N 'all, or find a use for theBrain I3omb.In Quest 6, she can't find thehouseboat (and who isDoonan). Can anyone help?And yes, Mrs Hindley, youshould be able to get MicroADVENTURE CONTACT
MICRO Spectrum 48KAdventure The HobbitProblem How do 1 escape thepale bulbous eyes? Even

=El

HELP

Adventurer at any newsagent.If not ask him to order it foryou or better still take out asubscription.C .1 Tihanyi, of Clifton, isplaying Ghost Town, one ofthe excellent Scott Adamsseries, and is stuck at theTepee. Try a bit of music, C J,and keep your sense ofrhythm.I can't help you in Xenos,which is for the TRS,80does anyone know how C .1can avoid getting blown upwhen he opens the safe? Asfor Artic's Inca Curse, todowse the fire you will needto smother it in some wayand don't forget to have asource of light with you whenthe fire goes out.
wearing the magic ring is noprotection from them. NameDavid Blunden Address 49Little Norton Lane, Sheffield.

MINIM IMMO IMMO 1111111 Mill OM= N O M  MEM 1 1 1 1 . 1  MEM MINN OMNI MIMI MIMI 71I HAVE YOU BEEN staring at the screen for days, or given 1I up in disgust, stuck in an adventure whose problems seemI insurmountable? Adventure Contact may be the answer. IThis column is designed to put adventurers in touch with one
.1 another. When you're stumped a fellow adventurer may beable to help — and you may be able to solve other people'sproblems. If you are having difficulties with an adventure,.1fill in this coupon and send it to Adventure Contact, MicroAdventurer, 12/13 Little Newport St, London WC2R 3LD.I We will publish Adventure Contact entries each month inI this special column.

Micro
I Adventure

Name
Address

Problem

IME. M E M  M I M I  Min EIMII HMO MEIN OEM 1111111=

On the subject of Artic'sadventures, James Jennett,of Widnes, has trouble onEspionage Island. To get pastthe tank (or rather to divert it)you must HSIHNITNOEHTOOLREC.This brings me to a letterfrom .1 R Jones, on a RAFbase down on deepest Dyfed.He is stuck on Planet ofDeath, which is also fromArtie. He is trying to getthrough the forcefield. If youhave asked for help, J A, you%NA have had a little messageabout a waltz. Then do this:EFAINRDETLHAESNEDRATNWCI EC.Finally, onto the hotfavourite of the moment.The Hobbit, of course,continues to baffle and
intrigue people. Some • arestuck on Gollum's riddle — itis an old chestnut .and, ofcourse, obvious when you seethe answer: ETRHIESAMNASNW.The Goblin's Dungeon isthe place where everybody getsstuck at one time or another,and about which I get morepleas of help than anythingelse. Try this; DGTEHTETNHBORREIANKTWOICNADRORWYGYOOWUEASNT.As usual, let me know, ofyour experiences.
MICRO Spectrum AdventureThe Hobbit Problem I cannotget to the Lake town. I havebeen to the long lake. NameKenneth MacMahon Address 6Jubilee Gardens, Bearsden,Glasgow, G61 2R7.MICRO Dragon 32 AdventureBlack Sanctum Problem WhenI return to the 'crypt with sevenitems, the figure in white doesnot return, why? Name StuartJ. Toms Address 2 ClaypitsRd, Boreham, Essex.MICRO CBM 64 AdventureFools Gold Problem Where doyou find the saw to make theladder? What use is the ancientshovel? Name P. AngusAddress 141 Marlborough Rd,Stoke, Coventry.MICRO Dragon 32 AdventureAdventure Zoo Problem I needto know the route to the mage,which is in the maze near thepyramid. Name 1. FeeneyAddress 16 Surrey Way,„Laindon West, Essex.MICRO Spectrum AdventurePlanet of Death Problem Howdo I pick up the flint on theplateau? Name Paul KingAddress 554 Goresbrook Rd,Dagenham, Essex.
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Tony Roberts testsyour skill — sendyour answers toCompetition Corner,Micro Adventurer,12-13 Little NewportSt, London WC2R3LD
IF YOU have been followingthis puzzle series so far, youreally must be beginning toappreciate the finer points ofthe black dragon, Tisch.In her quest to resume theprominent position thatdragons had formerly held,she had forced you to helpher win back the rings ofpower, but force is no longerreally needed — your rewardsfor penetrating the millennia-old defence around each ringso far looks as if it will makeyou very, very, rich.You are also learning tounderstand the logic of theminds that created thedefences, such as those in thispuzzle.You are to find the B ringand it looks easy. Tisch hasplaced it in this pile of box-like containers, which isstrewn with debris. One ofthem contains the ring. Therest probably contain delaysurprises that you'd rather notthink about.In order to conceal theright box the B on its lid hasbeen replaced by an A, butthat's the very thing thatbetrays the ring's location,because the logical patter hasbeen disturbed.As a tie-breaker completethe following sentence in lessthan 15 words. The bestsimulations are
Your entry must arrive by thelast working day in March.The winners and the solutionNv i I be published in our Mayissue.You may only enter once.Entries will not be acknow-ledged and we cannot enterinto correspondence on theresult.Winners

CLEVER Tisch outsmartedmany of our December andJanuary readers so there are
50 Micro Adventurer March 1984

a

less than the 40 winners we hadanticipated for the twocompetitions.The December winners andrunners-up are: Graeme Foster,of Bourne End; A J Hitchens,of Baiirig2; G Colagiacomo, of•Edinburgh; K Baker, ofIllonois; D Gray, of Thet-ford; ,W Perry, of Norbury;A Gale, of Ealing, W13;G Barrett, of Cheshunt;

Help Tisch torecapture herpast glory

The best 20 answers we receivewill win a copy of Space Shuttlefrom Microdeal. This simulation isavailable on cassette for the Dragon32, Spectrum 48K o Electron, TandyColour, Atari, BBC B andCommodore 64. The disk versionsavailable are for the Commodore64, BBC B, Atari and Oric. Let usknow which version you want whenyou send in your competition entry.

P Mullen, of Greyabbey;C Reeves, of Southampton;C Heath, of NortonLindsey.The solution: the sequenceof rooms is 2 (take smallchest), 6 (put the pearls fromthe chest into the vases: takethe vases, leave the chest), 8(lower the vases with the rope,untie the Ring and put it intoone of the vases), 7 and 5

(ignore the statue youhave nothing with which toremove the emerald). Then gooutside to relative freedom.You end up with the pearlsand vases.Only one entrant, P P Cock-burn, of Cambridge, in theJanuary competition gave thecorrect answer. But because ofthe standard of entries we haveawarded prizes also to 13runners-up. They are:K Sampanthar, of York;R Sheppard, of Blackpool;J Lewis, of Fradley; A Moat,of Glasgow; D L Tuck, ofEssex; T Brown, of Arklow;E H Furnival, of Rochdale;R J Allan, of Peterborough;P • Wallace, of Falkirk; DCummings, of New Herring-ton; W Perry, of Norbury;R M Henderson, of Sussex;S Tooby, of Romford.The solution: 66 minutes.



11REV of endless baffles ktifts ems?COHIUSEV by infermittable corridors and TZFI1161)dwiLyi1timiftess caves?BORED by all Ike same old advertiums?y inte

•

•••••.••••••
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•

'ago of at
iwo new and dillereni adveniures from Salamander Soliwate.
in ittiNgS 01 WAR you play L'I. Roger Witcoe, retucianihero. The lime is November 1942 - you musi parachuleoccupied hance, disguised as a German Officer, infititale asemi arms tattoralory hidden in a chaleau, sled ihe plansand ihe proloiype of a new bomb, and make good yourescape back go elighly.ROgER lineCOESlar 0/ Wings 0/ Wa,.
3n THE aneketWOOD MODENT, you, Arnold Q.Volesitangter the Nib heir io !he Volesitangter foriune, findyoursell bored oul of your mind and looking /or someihing lodo unlit ihe taundrelle opens. There's nollting /or ii bid ioleave your padded cell and search Me wilds of London,Moscow, Hanoi and Wigan /or Ike elusive HolyNOT for sheep of a sensilive disposilion.• drape duplication*mins nArry b o i  DATACCONE.Pb! ihe skip 0/ the eticktmood 3neideni.
Umiak yoursell for only L'1.95 each.

Please add 50p p&p le all 00dests. Send t15 StIE for full catalogue.
Cheques Or posial 00dets payable 10:

r a t n a l l o b  e  rFlT LIUfl
11 &Wolk Road, Brighlon, BM MA Telephone; erighlon (0273) M942Look /or these Whet new eeleases from Satamandet SoftwafeDRA4Ott - DRS (sophisticated database) L'111.95•Thalia GZIP4PCS aducediona( & fun) L'9.95(#

Now available are VatiOnS of 00111 best setting in Right Simulate, lot 68C disk and ACORN ((Mown.

2 stP.•oey„N
ill011111111111111‘ - v W

1 1

BBC -  tolg.CE (original arcade action) L'1.95BeeltrEC•011 - TURBO COMPWER (SAM compiled L'9.95

t,



SPREAD THE WORD.

EXPERIENCE THE DEVASTATING SOUND OF MICROSPEECH ON YOUR SPECTRUM
p EVERYONE FINDS IT FUN BECAUSE IT'S EASY TO USE(it says any word you want it to say)
P EXCLUSIVE TECHNOLOGY MEANS ALL SOUND IS NOW PUT THROUGH YOUR TV
P AND THE GAMES WITH SPEECH SPEAK FOR THEMSELVES

ULTIMATELunarJetmanBUGBYTEBirdsandtheBeesOCEANMrWimpyHunchback.MoonAlertQUICKSILVA_MinedOut
R O M IK.3DMonsterChaseSharkAttackColourClashMARTECHAlastermindMOGUL..LasVegasLadyCRYSTAL.TheIslandDIGITALFANTASIAMysteriousAdventures(Parts1-10)LYVERSOFT_LunarRescueBRITANNIAGrandPrixDriverCDSTimeBomb
A R C A D I A MushroomManiaPSSBladeAlleyMRMICRO_CrazyGolf..Punchy..HarlequinDkTRONICSMaziacs
(some of these games are new versions of original programs)

AND THIS ISN'T THE END OF IT!NEW PROGRAMS FROMPOSTERNVIRGINSALAMANDERVISIONSINCENTIVEMIKROGENSOFTEKABBEXANIROGAUTOMATAHEWSON CONSULTANTSRICHARD SHEPHERDSOFTWARE PROJECTSTHORFANTASYMICROMA NIAM.C.LOTHLORIEN
WILL BE APPEARING SOONJill 11111111•111111/11,11111.1

AVAILABLE FROM COMPUTER DEALERS NATIONWIDE INCLUDINGCOMET W. H. SMITH JOHN MENZIES WOOLWORTHS GREENS SPECTRUM
You won't wait long when you order from us!Send to: MICRO SPEECH OFFER, P.O.BOX 1, GATESHEAD NE8 lAJor telephone: NEWCASTLE (0632) 824683
Please send me  MICRO SPEECH units.
Name (Print clearly)
Address

P o s t c o d e
I enclose Cheque/Postal Order payable to "Micro Speech Offer"
or debit my Barclaycard/Access account No.  I 1 I I
I understand that I can have my money back vvithin 10 days of purchase if I am not delighted.Please allovv 21 days for delivery. 12 months parts and labour guarantee.
Signed  R e f L

COMPLETE DETAILS ARE ON OUR LEAFLET
PICK ONE UP FROM ANY STORE

IpISIPIEIETC11-11 ONLY E29 • 95 EACH
including[MI FREE SPEECH GAME "MYSTIC TOWER"

p COMPREHENSIVE MANUAL
p DEMO CASSETTE


